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s happening lo CDU I 
suppose. After last months issue, I'm surprised we still have any 
readers left. What with droppinjj BASICS OF BASIC, TECHNO- 
INFO and MACHINE LANGUAGE TECHNIQUES. Then we 
had yel another reprint of the 1541 article. (It must be popular 
Ihough considering the number of letters wt gel ashing fur ii!!> . 
I think you will all agree Ihough, this months disk is packed 
with quite a variety of programs to whet your appetilies. 
The first one "FILE 



three months into quite a comprehens 
toolhit. LA8ELIER64 is ideal for those o 
letter writing and office work. X-RAY 
yours truly) is a hnon to (hose that n 
information about a file as is possible, 
read the contents then load up you 


c Basic programmers 
ILES (programmed by 
Enough of this waffle, 


systems go!!!!!! 







DISK INSTRUCTIONS 



Although we do everything possible to ensure that CDU 
is compatible with all C64 and CI 28 computers, one 
point we must make clear is this. The use of 'Fast 
Loaders', 'Cartridges' or alternative operating systems 
such as 'Dolphin DOS', may not guarantee thai your disk 
will function properly. If you experience problems and 
you have one of me above, then »o surest you disable 
them and use the computer under normal, standard 
conditions. Getting the programs up and running should 
not present you with any difficulties, simply put your di-k 
in the drive and enter the command, 

LOAD"MENLr,8,1 

Once the disk menu has loaded you will be able to start 

any of the programs simplv b\ selecting the desired unc 
from the list. II is possible lor some programs to alter the 
computers memory so that you will not lie able to I OAtJ 
programs from the menu correctly until you reset the 
machine. We therefore suggest that you turn your 
computer off and then on again, before loading each 
program. 



HOW TO COPY CDU FILES 



You are welcome to make as' many of your own copies of 
CDU programs as you want, as long as you do not puss 
them on to other people, or worse, sell them for profit. 



DISK FAILURE 

li for any reason Ihr disk will) your i opy of CDU will not 
work on your system then please carefully re-rend Ihe 
operating instructions in the magazine. If you still 
experience problems then: 







After eight weeks a replacement disk can be supplied 
from STANLEY PRECISION DATA SYSTEMS LTD for a 
service charge of £1.00. Return the faulty disk with a 
cheque or postal order made out to STANLEY PRECISION 
DATA SYSTEMS LTD and clearly stale the issue of CDU 
that you require. No documentation will be supplied. 

Please use jppsopFkiu- packaging, cardboard -liflencr <i< 
least, when returning disk. Do not send back your 
marine, only the disk please. 

NOTE: Do not send your disks back to the above address 
if its a program that does not appear to work. Only if the 
DISK is faulty. Program faults should be sent to: BUG 
FINDER5, CDU, Alphavite Publications Ltd, Unit 20, 
Potters Lane, Kiln Farm, Milton Keynes, MK11 3HF. 
Thank you. 
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BASIC FILE U 



A collection of Basic utilities for the Basic programmer - JOHN CAMPBELL 



FIIE MENU is the main program in a package of ten 
utility programs (known collectively as the FILE 
UTILITIES), which give you the capability lo manipulate 
Basic program files on disk. These utilities are a vital 
toolset for you, the Basic programmer! Here is a peek at 
what you will be getting: 

1. FILE MENU -This utility is the main menu lor the FILE 
UTILITIES. From it, you can tun any of the other utilities, 
and you can even load your own programs from the 
menu. In addition, FILE MENU allows you to prim or 
display a director, of the disk, selectively delete iile- 
from the disk, and perform any disk command. 

2. FILE RENUMBER - This utility takes a Basic program 
fiie on disk and creates a new version of the file which is 
completely renumbered. As well as changing the line 
numbers themselves, FILE RENUMBER automatically 
changes the COSUBs and GOTOs to the correct new line 
number, unlike some renumbering programs. 

3. FILE EXTRACTOR -This utility extrai 
from a Basic program file on disk and 
with those lines in it. Thus a handy subroutine 
extracted from one program for use in another. 

4. FILE DELETER - This utility deletes a range of 
Irom a Basic program file on disk and creates 
with those lines removed from it. This is the compli 
of FILE EXTRACTOR. 

5. FILE MERCER - This utility merges ft 
files into a single new file. The resultar 
lines from both input files merged in 
This is how you merge your handy subroutine 
new program, after you have renumbered it. 

6. FILE SEARCHER - This utility searches one o, , 
Basic program files for a character string, and prints 
the screen or printer. It allows you to pr 

a string in a file before you repl 



7. FILE REPLACER-This utility searches a Basic program 
file for a character string., and replaces every instance of 
it with another siring. It allows you to change a popular 
variable name in your handy subroutine so it does nui 
conflict with your new program, or change all the PRINT 
statements to PRINT* s" 



B. FILE DIFFER - This utility compares two Baiic program 
files and displays or prints the differences. It allows you 
lo pinpoint exactly what you changed in your current 
version of the program which makes it run so much 
worse than the last version. 

9. FILE CROSSREF - This utility produces a cross 
reference o( all variables in a Basic program and the lines 
in which they occur. It does the same thing for 
subroutines (GOSUBs). It allows you to identify and 
correct misspelled variables, variables set but never used, 
and variables used but never set. 

10. FILE LISTER - This utility lists a Basic program file to 
the screen or printer without having to leave FILE 
UTILITIES or open a channel to the printer, It allows you 
to list your newly merged file lo make sure your handy 
subroutine ended up in the right place in the file. 

When you run FILE MENU, the menu of utilities is 
displayed, from which you may select (he utility you 
wish to run. (Of course, you may also load and run any 
oi the utilities directly.) 




ENTER SELECTION? 

Entering a zero, or simply a RETURN, will end the 
pro.gi.im :'ind return to famiVKidore Basic, tnlering 1 - 9 
loads and runs the indicated utility program. Entering 10 
r, i uses the prog mm to prom pi um lor the utility you want 
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to load and run. Entering II causes the program n 
prompt you for a disk command. 

You may also make j menu sulci lion will) Ihr j( iy.it i( k o 
with the cursor keys. With the joystick < onnecled lo 
Control Port 2, you simply push il forward or pull it 
backward to position the highlight bar over the menu 
item you desire. Then press the fire button to select that 
item. Similarly, you may use the up arrow and down- 
arrow cursor keys to move tin.' highlight bar, and press 
the RETURN key to make your selection. 

When you load and run a File Utility, you are prompted 
to enter one or more input files. Once you have entered 
the input file name(s), you are prompted to select where 
the output is to go. In some cases, that is an output file 
name. In other cases, you select output to be displayed 
on the screen or printed on the primer. Any additional 
information required by Ihe utility program is requested 
separately (e.g., the range of program lines to be 
operated on). 

When the utility is finished you see this 



LOAD MENU, QUIT, OR REPEAT (M,Q,R)i 

lyi.iing "M" loads Ihe main menu program again as long 
as it exists on ihe disk. Typing "Q" quits lite program ami 
returns to Basic, finally, typing "K" repeals the program 
again. The Basil program lines whi< h perlorm these I asks 
are provided for you in a file called LDMENU.BA5. Use 
the FILE MERGER program to merge il to the end of vuur 
own utility, so it will refurn to FILE MENU when it 
finishes. Finish the merger by loading the resultant file 
and performing these steps: 

ii your utility to a GOTO 



When you select the disk command from the menu, the 
program asks you for the command you wish to enter. 
Any of ihe valid disk commands are ai cepted includine. 
the disk directory. You have the convenient i; of being 
able to do your disk maintenance within the program, 
without needing to stop and exit the program, then 
reload it when you want to use another utility. The 
following is a list of the disk commands: 



CMD DESCRIPTION 

S DISK DIRECTORY 

9 READ ERROR CHANNEL 
C COPY FILE 

I INITIALISE DRIVE 

N FORMAT NEW DISK 

R RENAME FILE 

S SCRATCH FILE 

V VALIDATE DISK 

See your disk drive manual for a full description of the 
i onimand formats. 

The directory command IS} displays the directory of the 
iiiirvn: disk to the screen, or prints it on the printer. It 
allows you a convenient way lo print oul the directory of 
each disk, which you i ^\\i keep tucked away in the sleeve 
of the disk for handy reference. You will also want to 
(jrini ilx- rlisk directorv before proceeding lo to delete old 

disk files. 

Note that FILE MENU supports the Wildcard specification 
in hoih the disk directory and -natch file commands. In 
addition, FILE MENU prompts tor confirmation of Ihe 
destine live commands, sitalch tile and lormai new disk, 

10 allow just a bit more prolei lion ol your files, by giving 
you Ihe chance to abort the command. That helps you 
avoid delcling files by accident, as well as whole disks, 

When you specify a wildcard in the scratch a file 
command IS), FILE MENU searches Ihe disk directory 

and displays in turn each file name which Ills Ihe i rileria. 
asking lor confirmation. If vou indeed wish to delete the 
file, answer the prompt with Y [for Yes) and RETURN. If 
you do not wanl to delete the file, answer \ (for No) and 
RETURN. If you wish lo cancel the scratch command, 
enter a Q (for Quit) and RETURN, and the program will 
return you lo ihe main menu. 

When you specify the format new disk command (N), 
File Menu asks "ARE YOU SURE?" If you wish to 

continue with the format command, answer Y (for Yes) 
and RETURN. Then the program instructs you lo insert 
the disk to be ioimallcd anil tvpe any key to start the 
formatting process. Make sure the disk in the drive is the 
one you want to lormai beiote pressing a key. If you wish 
lo cancel ihe format command, answer N (for No) and 
RETURN. The program will return you to the main menu. 

You may switch disks if you want to perform a disk 

command on a different disk, but you must do so before 
tvping in ihe disk command. The program will prompt 
you lo switch the FILE MENU disk back into the drive 
before completing the command. To avoid having to 
switch disks lor every new command, you can copy 
f ILE.VER from the FILE MENU disk to your working disk, 
This file serves as a (Herein e point to which File Menu 
returns after each command. You can use any Copy 
program to copy FILE.VER lo your own disks. 



A5 MENTIONED AT THE START OF THIS ARTICLE, WE 
WILL BE BRINGING YOU THE ENTIRE SET OF 
UTILITIES OVER THE NEXT 3 ISSUES OF THE 
MAGAZINE. THIS MONTH WE GIVE YOU FILE 
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RENUMBER, FILE EXTRACTOR AND FILE DELETER, number to use in the new pre 

EACH MONTH YOU WILL GET THE FILE MENU 

PROGRAM SO THAT YOU CAN COPY THE UTILITY S1AR1INC LINE NUMBER? 

FILES AS WE PUBLISH THEM. EVENTUALLY YOU WILL 

HAVE A SEPARATE DISK WITH ALL THE FILE UTILITIES 

ON IT. 



it used for the first li 



FILE RENUMBER 



I The File Renumber program is the first utility a Basic 

programmer needs. Even the most careful programmers 
who leave plenty of room between line numbers will 
face at some point the problem or needing ro insert more 
lines than there is space available. The only choice is to 



another program later. 

Finally, the utility prompts you for the line 

LINE NUMBER INCREMENT? 



renumber the lines in the file, at least partially. Doing il 
by hand is labor-intensive and error-prone at lies!, but 
File Renumber makes the task automatic and error-free. 
You Just select the line number you want la start at and 
the increment to use between lines, and the utility 
creates a new file with the proper line numbers. 
Furthermore, File Renumber searches out the GOTOs, 
the COSUBs, the IF-THENs, and the Rl IN 



When you select the File Renumber utility Irom the 
Menu, it is loaded and run. The ut I '\ irsl asks you to 
supply the name of the existini> Basil file to be 
renumbered: 

NAME OF INPUT FILE? 



Next, the utility asks you to 
use for the disk file to lie ere 
program: 

NAME OF RENUMBERED F 



RETURN key. 

Then File Renumber c 



the new file and pre 
mpts you for the startir 




You enter the amount to arid to each line number to get 
the iil'sI line number. This number is usually 10, but you 
may make il higher lo allow lor inserting more than ten 
lines, or you may make il smaller lo allow you to merge 
the lines into a smaller space In another program. 

Once you have entered all the information, File 
Renumber begins its work, ["irsl, the utility must read 
through Ihe original program file and catalog all the 
existing line numbers. As it finds each line, Ihe utility 
updates the display screen to let you know how many 
lines it has read. When it reaches the end til the lile. File 
Renumber starts reading ihe original file again from the 
beginning. 

During this second pass through the lile, ihe utility 
copies each line la ihe new file, changing line numbers 
as it goes. As it reads each line from the old file. File 
Renumber i heeks lor the types of Basic statements which 
refer to other line numbers in the program. When it 
detects a COSUB or a GOTO, an ON-GOSUB or an 
ON-GOTO, an IF-THEN or a RUN, the utility reads the 
line number which follows. Il looks up that line number 
n the list made in the first pass through the file, then 



-ul-.sri-, 



5 the 



a the 



file. Each tir 

new iile, the display screen is updated accordingly. 
t ) i r- the second pass through the file is i ompleted, the 
."umbered program exists on the disk. 

flieie /re five possible error messages you may get from 



I. tRROR— FILE NOT FOUND 

File Renumber could not find the original file you want 
to renumber, You need to check the spelling of the file 
name, and make sure that file is on the disk. Then run 
the program again with the correct file name. 

EXISTS 

?ady existing with the 
name you want to use for the renumbered file. File 
Renumber < anriol replace an existing file. You need to 
check the spelling of the file name and either delete the 
existing file or use a different file name for the 
renumbered file. Then run the- program again with the 
correct file name. 
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63999. During the renumbering process, the i 
line number was exceeded. You need lo eilher reduce 
the s l in rt i r 1 J4 [lumber i educe ihe iiu.renii.-nt, or bolh. You 
can use the number of Basic lines which File Renumber 
prints out 10 calculate if your starting line and increment 
is E oin E to exceed the maximum line number. No new 
file is created ii this error occurs. Run the program again 
with new starting line number and increment. 

4. ERROR— TOO MANY IINES IN FILE 

This error should never occur, tt means there are more 
than 6000 lines in a Basic program. However, since a 
line of Basic takes at least a bytes (usually much morel 
there is not enough Irtji- memory on Ihe Commodore d*l 
to exceed 6000 lines. No new file is created if this error 



5. ERROR— FILE MENU NOT FOUND 
This error occurs when you elect to load the File Menu 
after completing execution of the utility, but it is not 
found on the disk. You are prompted again to enter your 
choice, which gives you the opportunity to insert the 
proper disk into the drive before responding. 



FILE EXTRACTOR 



the File Merger utility to merge them into another 

program. 

When vou select the Hie Exirai ioi utility from the Menu, 

it is loaded and run. The utility first asks you to supply 

the name of the existing Basic file from which the lines 

are to be extracted: 

NAME OF INPUT FILE! 

You enter the name of the disk file where your program is 
stored and press the RETURN key. 
Next, the utility asks you to supply the name you want to 
use for the disk file to be created to store the extracted 
program lines: 

NAME OF OUTPUT FILE? 

You enter the name of the new file and press the 

RETURN key. 

Then File Extractor prompts you for the range of lines to 

be extracted: 

STARTING LINE NUMBER? 

You enter ihe first line number in the range of lines to be 

extracted. 

ENDING LINE NUMBER? 

You enter the number of the last line to be extracted from 
your program. Of course, the ending line number must 

be equal lo or large' than Ihe starting line number. 

Once you have entered all the information, File Extractor 
begins its work. First, the utility reads the original 

program file, searching lor Ihe starling line you specified. 
As it finds each line, File Extractor updates the display 
screen lo let you know how many lines it has found. 
When the starting line is encountered, ir is copied into 
the new file with the name you indicated. As each 
subsequent line is copied into the new file, the utility 
updates the display sen-en to show now many lines have 
been output. Ihe processing end> when eilher the ending 
line is detected or (he end"-ol-file is encountered in the 






isible 



ir messages you may get from 



file and create 




capability is especially usefi 

subroutine, eilher to use in anolher program, or when 

rearranging lines in a program. Once extracted, you may 

use the rile Renumber utility lo renumber the lines and 



1. ERROR— FILE NOT FOUND 

File Extractor could not find the original file from which 
you want to extracl lines. You need lo check the spelling 
of the file name, and make sure lhat file is on the disk. 
Then run the program again with the correct file name. 

2. ERROR— FILE EXISTS 

File Extractor found a file already exisling with the name 
you want to use for the new file. File Extractor cannot 
replace an exisling tile. You need lo check Ihe spelling of 
the file name and either delete the existing file or use a 
different file name for the output file. Then run the 
program again with the correct file name. 

3. ERROR— NO LINES FOUND WITHIN RANGE 

File Extractor found no lines to extract from the original 
tile wilhin the range ol line numbers specified. No output 
file is treated. Lisl the iile again to determine the proper 
range of lines, ihen run the program again. 
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4. STARTING LINE MUST BE < ENDING LINE 
File Extractor detected a mistake mack: in specifying the 
range of lines to be extracted. 1 he utility displays this 
message then allows you to re-specify the line number 
range by prompting you for the starting and ending line 
numbers again. 

3. ERROR— FILE MENU NOT FOUND 
This error occurs when you elect to load the File Menu 
after completing execution oi the utility, but it is not 
found on the disk. You are prompted again to enter your 
choice, which gives you the opportunity to insert the 
proper disk into the drive before responding. 



FILE DELETER 

The File Deleter program allows the Basic programmer to 
delete a range of lines from a program file and create a 
new file containing only those lines remaining. This 
capability is often useful when preparing to merge two 
programs together. You simply delete the iinv.arili.il liner- 
and use the File Merger utility to merge the resulting file 
with another program. 

When you select the file Deleter utility from the Menu, it 
is loaded and run. The utility first asks you to supply the 
name of the eiisting Basic file from which the lines are to 
be deleted: 

NAME OF INPUT FILE? 

You enter the name of the disk file where your program is 

stored and press the RETURN key. 

Next, the utility asks you to supply the name you want to 

use for the disk file to be created to store the program 

lines remaining after deleting the unwanted lines: 

NAME OF OUTPUT FILE? 

You enter the name of the new file and pi 
RETURN key- 
Then File Deleter prompts you for the range of lit 
deleted: 

STARTING LINE NUMBER? 
You enter the first line number in 
deleted. 

ENDING LINE NUMBER? 
You enter the number of fhe last 
your program. Of course, the en 
be equal to or larger than the starting 

Once you have entered all the information. File Deleter 
begins its work. First, the utility reads the original 
program file, searching for the starting line you specified. 
As it finds each line, File Deleter copies ii into the new 
file you indicated and updates the display screen to let 
you know how many lines it has output. 
When the starling line is encountered, ir is ignored ami 
the utility updates the display screen lo show how many 
lines have been deleted. The line number is cliei ked fel 
each successive line read from the original file until the 
ending line is detected. At that point, File Deleter 
switches back to copying all remaining lines from the 
original file to I he output file. Again, lhe display screen is 



updo ;er I In relied each line output. Processing ends 
when the eiicl-oi-lile is emounleierr in li:e original file. 
There are five possible error message^ you may get from 
File Deleter: 

1. ERROR— FILE NOT FOUND 

File Deleter could not find the original tile from which 
you want to delete lines. You need to check the spelling 
of the file name, and make sure that file is on the disk. 
Then run the piogram again with the i ouect file name. 

2. ERROR— FILE EXISTS 

File Deleter found a file already existing with the name 
you want to use for the new file. File Deleter cannot 
replace an existing file. You need to check the spelling of 
the file name and either delete the exisiing file or use a 
different file name for the output file. Then run the 
program again with the correct file name. 

3. ERROR— NO LINES FOUND WITHIN RANGE 

File Deleter found no lines to delete from the original file 
wilhin the range oi line numbers specilied. No outpul file 
is created. List the file again lo determine the proper 
range of lines, then run the program again. 

4. STARTING LINE MUST BE < ENDING LINE 

file Deleler detected a mistake made in spet ilving the 
range of lines to be deleted. The utility displays this 
message then allows you lo re-specify the line number 
range liv prompting you lor the starling ji\<\ ending line 
numbers again. 

5. ERROR— FILE MENU NOT FOUND 

This error occurs when you elect to load the File Menu 
after completing execulion of the utility, but ii is not 
found on the disk. You art- prompted again to enter your 
choice, which gives you the opportunity to insert the 
proper disk into llie drive before responding. 
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EDITORS EXTRA BIT 



We have received a number of letters from readers 
concerning ihe utility program SCROLL WRITER and the 
game MONSTERS, both featured on the |une 1991 disk. 
With the former, the problem is actually viewing the \v\l 
that has been entered, and with the latter the problem is 
how to get the cursor to appear on the menus. There is a 
solution to the problems but I will let Jason, our resident 
technical guru explain what is causing the problems and 
how they can be rectified... 

THE PROBLEMS Then 

Well, the problem is caused by the different ways in 
which the older models ol CbA (pre-1905) and the newer 
ones (and Ci28s in 64 model clear the screen. Each time 
the screen is cleared, all the colour memory (55296- 
56295) is restored to a particular value. When using an 
old C64 the colour that is stored in each colour memory 
"slot" is that of the background tulour when the screen 
was cleared. But with the newer models, the colours .ire 
set to that of the cursor at the lime. Should you be 
unfortunate enough to own one of the archaic C64s of 
the late seventies [rare!) then you may have the problem 
that none of the colour memory is reset at all! As an 
example, upon power-up, the background colour is blue 
and the cursor colour is light blue. If you clear the screen 
and enter POKE 2023,65 one of two things will occur. 
Either: A light blue "A" will appear in the bottom lefl 
corner or, if you own an older model, nothing will 
happen. You will have to enter POKE 56295,14 to give 
that "A" its colour. It is there anyway but the colour is 
that of the background so you don't see it. I hope that all 
oi you have at least understood the reason for the 
problems. Now, if you own a newer model of the C64 
and are not experiencing any problems then lucky you - 
skip this feature because it will possibly make matters 
worse for you if you carry out the changes for people 
with older C64s! 

MONSTERS FIX 

Ok, firstly how to deal with MONSTERS because it is 
the simplest of the two! Follow the steps set out below 
EXACTLY as they appear, pressing the RETURN key after 

each line. If you have no experience or' programming 
then do not worry ■ do exactly as detailed and you will 
be able to convert your program successfully! Switch 
your computer off. wail a few seconds and switch it back 
on. Then do the following: 

LOAD "MONSTERCODE",8,1 
SYS 5095: POKE 800,237: LIST 135 

Now, a BASIC line will be displayed. Use the cursor I have tried, as usi 

keys to position the cursor over the "5" in the line simple to understand 

number - 135. Press the number six. Now press the and experienced wi 

cursor down key once and then the cursor right key until without too many 

the cursor is flashing in the first space after the line - after neighbourhood guru s 



the final quote and the letters TU (not of the word 
TURN). Now press the COLON (:) kev and lype the word 
RETURN. Now press the RETURN key. Now continue 
typing in the following entries, pressing RETURN after 

135 POKE 53281,2: PRINT CHR$(1 47): POKE 53281,10 
POKE 43,180: POKE 44,19 
SAVE "€<(J;MONSTERCODE",8 



SCROLL WRITER FIX 

that was pretty simple wasn't it? Now, to rectify 
the problem with SCROLL WRITER you will need a basic 
understanding of m,n hint- language together with a plug- 
in cartridge like ACTION REPLAY or SUPER SNAPSHOT 
Shut allows sin, in change a frozen program and then 
restart ii (note that this is illegal on commcii ial software - 
vol ma\ alter tin -. program as you have the permission of 
the ( opyrighl hoi tiers). If you rlo not own such a device 
then you will not be able to correct the problem yourself. 
Send your disk to CDU Techno-lnfo at 11 Cook Close, 
Rugbv, Warwickshire, CV21 1 NG for conversion of both 
programs - and include at least J3p worth of stamps if 
you'd tike it returned! For those that possess a freezer 
cartridge, read on... 

LOAD and RUN the program "06-WRITER-" from the 
disk. When the main menu appears press the "Freeze" 
burton or equivalent on vour < art ridge. Now do whatever 
you need to in order to enter the MONITOR on the 
cartridge. Now you must enter the following lines. Check 
the format required in the manual and alter the 
commands slightly if necessary: 



T 0858 087D 085B (thi 

memory $0858 to S087D inch to 

A 0858 |SR SE544 

A 0852 LDA $0824 

A087A LDA $0820 

A0B7DSTA$D021 

X (lo return to cartridges freeze 



>uli< t 



■u) 



Now restart the program - when you lest your demo or 
r reale one of your own it will lie saved with a corrected 
piece of cade installed. This code will not alter your 
i hosen colours, it just does things a dilierent way around 
so that the screen is cleared to the correct colour. With a 
bit of luck, some of you will have been able to carry out 
that "repair". Once again, if you cannot for whatever 
reason, please send your disk to CDU Techno-lnfo for a 
tree rcpkii. euienl - remembering in enclose 33p to cover 



ial, to explain everything in a very 
manner so that both the beginner 
II be able to alter the programs 
hassles. This is your friendly 
gning off tor now. See yer! 



Subscribe 
wmAnd Save £9 



OR KICK YOURSELF FOR THE REST 
OF THE YEAR . . . 



We've gone mad and are offering you the opportunity of receiving 

Commodore Disk User's next twelve issues for the staggeringly low price of 

£30* if you live in the U.K. We will even post it to you free as well. 

Tlie cui rent pi in-' <>i Commodore Hi 4. user lor 1 2 issues is £39, 

however if you are smart you can save 19 by subscribing lo this offer, so don't delay the offer ends June l&lti 1 991 

CDU is the only magazine worth considering in the world of the serious C64 Commodore user. 

Published month I y - 

COMMODORE DISK USER is the answer to every Commodore computer owner's dream. The disk supplied with ibe 

magazine contains a variety of ready lo use. high quality (ompuli.T programs no more lertglln typing in ol listings, rhe 

scope oi the programs is wide, varying iront games lo business snllware .mil high-powered ilisk utilities - and the disk would 

retail tor at least £50.00 if boughl independently. 

Of course, thai isn't all. The magazine. Ix-'sides< nntainingfull and comprehensive insirm lions lui using the disk, is a 

complete computer journal in its own right, wilh news, reviews, programming, competitions and general interest features. 

PRIORITY ORDER FORM 



Plee=p rnrrmenre m V description lo Commodore Disk User wilh the ... 

I enclose a ciiequ&pusU order for f « made payable to ALPHAVITE PUBLICATIONS LTD. 

oi i, i-nir my Access/Visa Card No: 




PROGRAMMING- 



BASICS OF BASIC 



BASICS OF BASIC 



John Simpson continues his series for beginners to Basic l 

We are sorry we could not bring you BASICS OF BASIC 50000 REM -'-• PROGRAM SETUP **** 

last month. This was due to various technical difficulties 5001(1 REM 

and last minute editorial changes. Up to dale, we have 50020 PLOT=5B640:CR=214:CC=211:REM PLOTTING 

covered quite a lot of ground in this introduction to CONSTANTS 

Basic programming. This month sees the 50030 8O=53:>80:PA=53281:REM BORDER 

commencement of PART SIX which deals mainly with /5CREENIPAPER! CONSTANTS 

CURSOR TRICKS. 50040 etc. etc. 



In Part Four we looked ai cursor positioning where I 
demonstrated the use of the TAB and SPC functions. I 
mentioned then that there are other ways to shift the 
cursor around the screen, and one method in parlii ul.i 
which we shall now examine is to let the Computer's 
Operating System to do it for us. 

THE PLOT DEEPENS 

The routine is called PLOT and it commences from 
memory location 58640. This is NOT a line number but 
an address within the M s R( >M memory. We ranno! 
'call' this routine like we do our own subroutines using 
the keyword 'GOSUB'. Instead we must use a method 
which calls Machine I anguage iMU programs, namely 
'SYS'. (This is the most common way lo mix a Basic 
program with a ML program.) The ML program starts at 
the location given by the SYS ' " 
58640. So, a Basic line, such as: 



100 SYS 58640 

will divert program control to the ML program which 
Starts al memory address "i.V.40. At the end of the ML 
program there will be a command (RTS) which means 
the same as RETURN, and from there the program 

control is returned back lo the instruction following the 
SYS 58640. 



A SLIGHT DIVERSION FROM PLOT 

There are several melhods of program development, and 
one of these is known as structured programming whii h 
we shall gradually ,ulo|i! during Ihis series. In structured 
programming it is common practise to construct a 
routine which can be r a I ltd SKI I. .'P. and it is from within 
ihis routine where we 'set up' and initialise variables, 
constants, [he start screen and colours, dimension and 
till arrays, among other things. It is here where we would 
could initialise memory locations " 



59999 RETURN 



BACK TO PLOT 

e the PLOT routine wo must know where we Want 



n the si 






it the 



-original 



5 ROW 



need lo know from when 

and Column positions are held in memory Itualiuns 21 4 
and 211 respectively; These are RAM locations, outside 
of the Basic area, which ne constantly updated by the 

However, because tliev are located in RAM we can write 
(poke) and read (peek) to and from Ihem ■ effectively 
i hne.gina i hem. In the SETUP example above I labelled 
them as CR (Cursor Row), and CC (Cursor Column). 
From all of this it can be seen that two routines are 
needed to exploit the potential of PLOT, (.11 a routine to 
peek and save the current location, and to move the 
cursor to the new location, and (2) another lo poke back 
the old location values to move the cursor to it's original 
position. 

5000 REM *■• NEW PLOT *** 

5010 R2 = PEEK(CR): C2 = PEEK(CC) 

5020 POKE CR.R1 :POKE CCC1 

5030 SYS PIOT 

5040 RETURN 

5050: 

5060 REM *" RESTORE PLOT *** 

5070 POKE CR,R2:POK£ CC,C2 

5080 SYS PLOT 

5090 RETURN 

0-39 columns (acros: 

the screenl. If you n 

to R1 and CI the ne 

PLOT, and when control returns do whatever it 

wanl to do at the new screen position, then finish by 

calling RESTORE PLOT. Let us examine a typical use. 



-PROGRAMMING 



We need to print 
such as "HIT AN 
may look like this: 

00 .. 



KEY". A typical program segment 



10 (BEFORE CURSOR MOVE) 

100 R1=24:C1=11:GOSUB 300(1 :REM NEW PLOT 

110 PRINT "< STRIKE ANY KEY >" 

1 20 GOSUB 506(1 :REM RESTORE PIOT 

130 GET A$: IF A$=""THEN130 
140 (REST OF PROGRAM) 

In this example we shifted the cursor to ihe bottom row 
of the screen (line 100) and printed our requester 
roughly halfway across the row (line 110), then returned 
the cursor back to where it came from (line 120) to wait 
for the user's response (line 130). 

CURSOR STRINGS 

Another method to move the cursor around the screen is 
to create row and column cursor strings. Remembering 
our mnemonics, or abbreviations, from Part Four, 
[CDn] = CURSOR UP/DOWN KEY 'n' NUMBER OF 
TIMES, and [CRn] = CURSOR LEFT/RIGHT KEY V 
NUMBER OF TIMES. 

First, during SETUP inilialise two string thus: 

,.., HOW$="[HOME][CD25j": REM TO MOVE THE 
CURSOR DOWN 

.... COL$ = "|CR40]" i REM TO MOVE THE 

CURSOR RIGHT 

When we need to position the cursor anywhere on the 
screen we simply cut the required string to the length 
needed! Here is an example. 



Li Hiking more clnwk .it the subroutine we can see that 
on line 1(100 we have employed l he LEFTS method of 
cutting ROWS and COLS to the required length and 
storing them in KS and C$. Line 1010 then relocates to 
the new cursor position before it prints "ANY KEY FOR 
NEXT PAGE »". Before ii repositions the the cursor it 
HOMES it. We need to do this first otherwise it would 
count down and right from whatever position it 
happened to be in. All that is required is to ensure that 
of the two cursor strings, the first one to be executed will 
be the one with the |HOME| command embedded 
within it. 



TO BLINK OR NOT TO BLINK 

Before we leave the cursor I thought you might like to 
know that we can also conlml whether or not the cursor 
Is on or off. 

The cursor always blinks on and off when the 64 is 
expecting input, (hat is why when you use the INPUT 
command there is the cursor, blinking away quite 
happily. However, when you input with the 'GET' 
command the iin-nr is disabled. Which is okay because 
most of the time we don't wanl the blinking thing, 
however, there are limes when it would be nice to use 
ihe cursor during a GET event sequence. 
There is another ROM memory location, 204 this time, 
Whlctl acts as a flag for (he cursor. If this location 
contains any value other than zero then ihe computer 
uncle stands this to mean lhai the cursor is oft. A value 
of zero, nalurally, has the opposite el'fccl. We can make 
use of this, for example, when before a GET command 
we turn the cursor on, then turn it back off after a key 






100PRINT"[CLRll*ACEONE..." 

110 PRINT"[CD]A GOOD METHOD OF FORMATTING 

SCREEN INFORMATION IS TO USE STRING "; 

120 PRINT"MANIPUlATION. IN OTHER WORDS, 

THE CUTTING UP OF CURSORSTRINGS." 

130 GOSUB 1000 

140 PRINT"|CLR)PAGE TWO..." 

150 PRINT"[CD|SOMETIMES THIS METHOD IS NOT 

AS GOOD AS THE PLOT METHOD BUT »• 

160 PRINT"EACH HAVE THEIR ADVANTAGES." 

170 GOSUB 1000 

1B0 PRINT"[CIR]PAGE THREE...":GOSUB 1000: END 

1000C$=IEFT$(COL$,15):K$=LEFT$(ROW$,23) 
1010 PRINT R$CS "ANY KEY FOR NEXT PAGE »" 
102OGETA$:IFA$=""THEN1O20 
1030 RETURN 

In the example I have used a situation of printing paces 
oi information to the screen for the user to read. Once 
the desired page length is reached, Ihen a call to a 
subroutine is executed which will always print at the 
same screen location a requester and wait for an 'any 
key' response before reluming to clear the screen and 
start printing the next page. 



100 POKE 204,0 

110 GETA$:IFA$=""THEN 110 

120 POKE 204,1 

1 30 PRINT AS 

140 END 

Line 100 turns the cursor on, and it will continue 

blinking uniil ,i key is piesserl from Line 110. Line 120 
lurns the cursor off, and line 130 prints which key was 
pressed. 

A problem can occur! It may happen that a cursor 
which is lurried off during ils 'on' phase will leave a 
reversed space (or a coloured square) upon the screen. 
This can be avoided by use oi snolhcr memory location 
that indicates which phase the cursor is in. All we need 
to do is read (his location and wail, if necessary, until the 
cursor Is off. The memory location for this is 207, and 
ihe line of code to check Ih is is: 

115 IF PEEK1207) THEN 115: REM WAIT UNTIL THE 

CURSOR BLINK IS OFF. 

Of course you can link the plot routines with this to get 
the cursor to blink anywhere on the screen you like. 
That's all for this month I'm afraid. Next month we will 
be looking at SORTS and SEARCHES, until then, have a 
good month and keep practicing. 



ON THE DISK 



GAMES LIST 
CREATOR 

Rather (han nuke up some suitable fext to justify the re- 
priming of this utility, I present you with part of the 
original letter sent to the editori.il office. I think this 
describes the changes much better than I could 

Dear CD U, 

Please find an update to GAMES LIST CREATOR 

published last AUGUST. This program now contains a 

doctored file which now enables a new Basic program 
(named : C) lu Lie loaded and run, I felt the original 
program was lacking in thai (especially NEW LIST 
ASSfMBLY) one would not be able to see the file names 
t° type in 

GAMES LIST CREATOR is a utility thai enables you to 
keep a record of all your games disks, which when run 
will display yout lists in a pleasing and musical manner 
To use the program is simplicity itself as no knowledge ol 
machine code programming is necessary. Firs! of ..ill take 
a blank formatted disk and copy the program GAMEUST 
CREATOR from the CDU disk. Load and run the 
CAMELIST CREATOR program which will then present 
you with the main menu screen. There are four options 
on the menu which are; 



Keep a record of all your games 
disks with this UPDATED versatile 

and novel utility (previously 

published in AUGUST 90) - JOHN 

KAY 



games and you wan 


t to add the 




r list. Sii 




load and run your ne 






jm and s 




option 2 from the ma 


in menu. Em 








the same as for optii 


>n 1. Please 


note thai 






options 1 and 2 any 


characters t 


Mcept # j 


md S <a 


n he 


used. A game tille c; 


n be up to 29 characters long. 


Ihe 


program allows for 


14K for the 


list, whir, h should lie 


sufficient for over 1 000 titles. 









1. CREATE A NEW LIST 
1. ADD TO AN OLD LIST 

3. CREATE A NEW SCROLLING MESSAGE 

4. RUN GAMES LIST 



CREATE A NEW LIST 

First of all to create a new list take option 1. When 
activated you will In- displayed ■> message (riling you to 
lype "Q" when finished. Ri 'member this. Press any key lo 
continue with your choice. Displayed in ihe top left 
corner is an asterisk, this is now your cursor. Below is a 
message asking you to enter the title of a game, then a 
message saying how many games you have entered ,-iud 
finally a message informing you of llie option you are in. 
To enter a game title simply lype the name and press 
return to store the name in memory. Repeal this 
operation until all your tides are entered. Once finished, 
type "Q" and you are then ready lo save your list lo disk 
for fulure recall. First of all, any old "Games Lists" are 
wiped and your new lisl is saved to disk. 



ADD TO OLD LIST 

Consider you have now just purchased a few it 



CREATE NEW SCROLLING 
MESSAGE 

In the I x ii lorn jiorriei ihe program inc orporates a scrolling 
message. What litis message is, is entirely up to you. 
When you lake this option, you will first lie asked ihe 
question Size of space (1-5)? This means how much 
space you wanl between each word on ihe message. It is 
recommended that 2 or i is chosen. Vou will now see the 
asterisk al Ihe lop leil ol" the screen and tin- message "End 
here", at the bottom left. Type in your message using Ihe 
keys A-Z only. Do not press the return key until you have 
limshed typing in your message. Do not worry aboul the 
words splitting or appearing to be joined up. The 
program incorporates a word wrap facility. Once the 
program has read your message and slored it on disk, 
press any key to continue. 



RUN GAMES LIST 

Now for the big one, your list is up to date, you have 
created a nice witty message and you now want lo see it 

all in action. Oplion -1 of the main menu will enable you 
to do this. The program will display a list of 2 files which 
will needed lo be ioaded, press any key to slarl the load. 
When they have finished loading any key will tun ihe 
games list. When run you will be faced wilh a static 
screen, this is lor people wilh cartridges that wish to 
freeze oul the program. The static screen drops a little 
hint that it is waiting for you to press fire on your 
joystick. So insert your joystick into Port 2 and press fire. 




ON THE DISK 



ULTIMATE DATAMAKER 



~ \m> :'.'.< 



In the 



e Code or Dais Bytes into Basic DATA 
STATEMENTS, Those wrillen in Basic often used the 
dynamic keyboard technique to add the lines and were 
quite slow espi j i i.illv when.' ,i large number 01' statements 

Machine Code DATA gen erators. Most of these required 
the user 10 specify a range of memory and the statements 
were quickly generated. Some others even generated the 
loader required to re-t'OKE the data in memory and 
created the data in HEXADECIMAL format. One problem 
which was inherent in all these programs was I he danger 
of memory conflicts, where the original ML would be 
overwritten by the Basic statements. 

DISK, TAPE or MEMORY USAGE 

•ULTIMATE DATAMAKER' was written with the above 
problem in mind. Implemented entirely in Machine 
Code, it offers the user the option of either generating 
data from MEMORY or from DISK or TAPE. If the ML is 
stored at such an address in memory where it will be 
overwritten by the DATA statements, then it may be 
saved to DISK or TAPE using any standard ML monitor. 
'ULTIMATE DATAMAKER' would then load this file to the 
unused RAM at 40960 (SA000) under the Basic ROM, 




thus 
between the Iv 



g that 



on, lit 



expanding DATA 



TOTAL CONTROL 

'ULTIMATE DATAMAKER' allows the user to control such 
features as the number of data items in a line, whether in 
'HEX' or 'DECIMAL', the starting line number and the 
increment. There is also .in option lor creating a line-by- 
line checksum for all lines of DATA plus the facility to 
append the DATA statements to a Basic program in 
memory - possibly .1 loader- for I he data. 

THE UTILITY IN USE 

To use 'ULTIMATE DATAMAKER', enter 
LOAD"ULTIMATE DATAMAKER",B,1 once loaded type 
NEW followed by 5YS49152. Alternatively, select it iron-, 
the CDU MENU, If you wish to APPEND the DATA 
statements to your own program, first load it in before 
activating the utility with the 5V5 45152 call. You are 
asked to enter a filename. The program keeps track of the 
last device used and attempts to read from that device. 
(This is for people that wish to keep a back-up copy of 
the program on TAPE). Hence, if you had loaded the 
program from TAPE, ULTIMATE DATAMAKER' would 
read the ML from TAPE. Location Ififc (SBA), which 
indicates the last device accessed, is used to decide 
whether the ML is to be read from TAPE or DISK. If you 
wish to generate ihe DATA statements directly from some 
ML already in memoiv. then press RETURN at this 



prompt. You will then be requested to enter the starling 
and ending addresses of the ML in DECIMAL format. 
After you press RETURN at the prompts, the 
corresponding HEXADECIMAL equivalents of the values 
will be displayed on 1 1n*.- screen for yum reference. When 
accessing from TAPE, position the TAPE just before the 
start of the ML and enter anything (other than only the 
RETURN kujyl for the prompt. The filename is not used 
for TAPE access. Instead, the first program found is read. 

FINISHING OFF 

Once the ML is read by 'ULTIMATE DATAMAKER', it 

displays the original start and end addresses. You are 
then prompted to indicate whether you wish the Data to 
be in 'HEX' or 'DECIMAL'. The next choice is of a 
checksum. If this option is chosen than a checksum of 
the data items in every line is calculated and positional 
The checksum is calculated 
a line and then ANDing the 



by adding the data valui 
result with 255. 
The number of data iten 
would usually be B or 



6 after wr 
.r the dat 
c progran 



, be e 






Please note that if a Bas 

you will not he allowed tt 
that clashes with the program. After all these values are 
keyed in, 'ULTIMATE DATAMAKER' generates the DATA 
statements in a few seconds. As a speed-test, I used a 30 
block ML program, ULTIMATE generated HEX DATA 
statements for this program in a mere 2 seconds. 

HELP AT HAND 

To gel you started, I've included two sample loaders to 
be loaded in memory before activating 'ULTIMATE 
DATAMAKER 1 . EOADfl.l PUKEs back data with no 
checksum whilst I.OADER2 does the same for data with 
checksums. In both programs line 10 rlelines SA and EA 
as the start and end addresses which should be changed 
as according to what is displayed by the 'ULTIMATE 
DATAMAKER'. In addition, in- LOADtKJ, an additional 
variable, DT, also has to lie specified. This is the number 
of data items in a line (including checksum). After the 
DATA statements have been generated and line 10 
modified, (he full program can be saved to disk or tape 
using the SAVE command from Basic. 
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BOUNCE BACK 



An independent review of two men fighting back against the odds - STEW CANEL 



One of the major problems thai I as Editor giar 

of CDU, and you the readers have, because nan 

of our love for the serious side of our C64's, his 
is ihe lack of support from Software Houses 

and Software Outlets. I receive hundreds of The 

obtain software and peripherals for your die 

machines, tf you live in Ihe Northeast, here 'Di: 

is good news. (Indeed, even if you don't, I'm woi 
sure MICROTYNE could be of some help). 

STEW CANEL has provided me with a story Being his birthright, this demand v 

Ihal is both interesting lo read and can for ihe next few months his sulk: 

; helpful to us all Read on to find sent protracted letters to each oth 




lUl r 



October (1990} . 



poin 

Later in 1989, I 



■d thai he sign an under i.ikirii; 



refused, and 
s and theirs 
;gaxding the 



share of ups and do\ 

Brian Dixon, 

in 1988 that a bush 

associated equipmeni 



s that has had r 



l's eldest brother Bill was made 
s job as a Compositor at the 

the job having been all but 
i newsprint technology, namely 
er a modicum of debate, Bill 
^vantage of his new found 

and he went into partnership 



decided di 

he f 
be the life for him, jokingly, v 



ng had the proble^Bvi 

id the possibil^ftf changing ihe bos 



vith Di* 



they 




1989. 



be put 

Company 
BC CButers for short, but they 
)pened a small 12' x 12' retail outli^™ 
?s Arcade in Newcastle. 

MICROTYNE y 

(en his surname, Brian decided that 
uld ba known lo the world as Dixons 
ntre, and he duly opened for busini 
cry strange things happened during the first week when they r 
if business, with some very odd looking people sign their demand ove 
aking an interest in his shop, but not actually fact adopted the 

ind others taking photographs of it business and everythi| 
for some reason. The busi 

morning of Monday the 1 6tH 
The reason for those photos became patently (1990) . 
obvious to him, when a few days later he received 
a very official looking letter from a firm of It was on that fateful morning, as the two brothers 



an ano Hills company 

I Jters for short, but they 
I only perpetuate the 
<ing to larger premises ^^ -^ 
MICROTYNE was b " ,n /^B4H 
tbdrew their complaint ^g 
he bro^^^ould not^V 
vllO^WYN^Rr their™ M 

..". mf."\fiz». ™* 




F E AT U R E 



task 




arcade began and the date of the 20th of October was sc 
wn the for the grand re-opening, 
■d their 

r, when I visited the shop on the 19th, 
/as difficult to imagine them being open a mont 
fter that day, let alone the following morning. 



rhe MICROTYNI 

i . thi rest 
in the main to a b 
i<ii! ill,- heat, an 
in have wiped qui then- entirt 

■ 
med 10 he 
when they opened ihi 

Brian ,m.l Kill were then ,i 
salvagerffWWi tfsl diiug: 



t been as A new ceiling had hern installed In the shop, new 

de, thanks carpets had been laid throughout, a counter had 

it, been built, and shelving and display stands 

red bounded the shop, but also, a prolific abundance 

rs, periphery bits and bobs, and advertising 

s, as the and it was hard to imagine any semblance of 

rred, but order ever emerging from what appeared to be 

Ited and fused resilience and their natural persuasive powers, 
they managed to rope in the help of anyone 
unfortunate enough to pop their heads around the 

jet a short lease front door, which is how I came to be still in the 

tore what was shop at It), 30 p.m. that wet and windy Friday 

■ if anything still night. 
worked. 

Slowly but surely and inch by inch the shop 

As if things were not bad enough, the lock up they began to take shape, and after alot of the packing 

obtained was broken into once, and had three boxes had been emptied and disposed of into the 

attempted break-ins in five days, so needless to back of a van, the shop began to take on an 

say, they removed all their stock, and decamped amazing transformation into a sleek looking 

to Bill's garage at his home. They also had their professional outlet. 
shop telephone number transferred to their homes 

so that they could at least try and do as much With display computers in one section for full 

business as possible. demonstrations, games and software set out on 

As was expetted, the majority of the stock they such as leads, connectors, and adaptors etc. 

salvaged was utterly useless, until they set up an displayed on stands, and items such as joysticks, 

AmStrad PC2086 system, and they were more than disk boxes, mouse pads, and sheet feeders laid 

surprised when the screen flickered into life. They out on shelving, the shop looks decidedly 

then fiddled with the melted remains of the uncluttered and easy on the eye. 
keyboard, and whatever they typed in, came up 

on the manfiled screen. They then dried out what AJgalM they particularly specialise in Amslrad 

if the printer and couplMkil up to the sWT Mm mod ore set ups, they also stock 

■nirl when they sr-t it ofl'H a print run, ApKil iten»^^ries and softwar 

they stood back in stunned surpr^^^^u it began afflnnfflie jJ^^B^^K'l spectrum of computers 
■ /erything they put ' 




t at 9.30 a.m. on the 20th of 
ice lime for the Christmas 
demand, the doors opened to the outside world 
and MICROTVNE rase like a PHOENIX from the 
ashes, and hopefully for the meritorious Dixon 
brothers it will go from strength lo strength. 



ON THE DISK- 



LABELLER 64 

Let your C64 take the hassle out of printing name and address labels. Your C64, 
printer, address labels and this program are all that you need - A.J.LENTON 

How often have vim li.id id fype ihe .lflcliess of ,1 fi ni on u> an Von will ihen be asked: 

envelope? Oi perh.ips von In™ ,i lisl ui people lh.il von need 

10 send letters to quite often. LABELLER M will lake [he hassle IS DISK INSERTED Y/N 

yon use most often and printing a selection of them out al your If you press 'N' you will be returned to die main menu. If yoL 

LOADING PROGRAM DO vou RE Q UIRE DISK faciiities? v/n 

To load type LOAD "LABELLER 64"/ N where tV =8 for disk and ' f V 0L P r " s 'J'/ " wi " be passed lo the Prj.ii.iry Disl 
! IOI mie I he entei RUN' to start Function- isoe below Ii.ii .in e\pl,in,ilioii ill [Ins facility). 

Tho finl irroon „!„„ tho nntinn nF jltnrino ihf. nr~ol uiidlh 3rd '^ V 11 P re " ' N ' ™" wl " n(i 'isl-el'l In i-lllfl till' n.imf III llle lil( 

I J-:'uhi T.^hHatl-ls arid also the volume ^l" llu- 'i' .1 iniii^; ^--li- ' '" '""' " ,1[KI ■ " ' '' ,l '"-" """ * w ,1 ' 1 ""'"' """ ! -'"' 

Aflertheseprompt5havebeenansweredlhemainmenuwiin>e PLEASE NOTE: On I II L I 

dlSplflyed: aid to identifying 'Labeller 64' files' from anything else on ths 

lD.idD.ifa 1) samedfsk. 

££d£ZZj chaining files 

Search I )au. 4) 

Alter Dai j S) It Is possible in cli.iin nle~ liigHhev. As e.ich one is loaded 111. 

Delete I '.if.. ■<) tolal new file will be sorled into oitIm based on trie first lineo 

Print Data 7) each label. If the memory becomes lull the message: 

End Program If) 

Enter choice Memory Full 

1) to Print Out 
LOAD DATA 2) to Save DM.1 

3) lo Delete Data 
To load an existing file from i.ipe m di-k [ires- r followed by Enfer Choice 
•RETURN'. 

will appear. Seleci the required oplion. 
You will be asked: 

ARE YOU USING TAPE OR DISH- T/D DISK FACILITIES 

. If you chose lo move In disk f.n iliiv rouiine llu- following mem 

I or U as requited. wi „ gppear , 

TAF£ PRIMARY DISK FUNCTIONS 

VALIDATE 

11 you are using lape Ihe message: INITIALISE 

POSITION IAPE CORRECTLY, THEN RETURN MOTOR WILL „I^L „,,„.„.. 

STOP AUTOMATICALLY ^ *" U ' HEC ' UKV 

II bed' I dN t III kdt- PRESS V,I,N,R OR Q 

ENTER NAME OF FILE TO BE SAVED/LOADED OR : Q' TO " yaU W ' 5 tDvalateaDls P re5S an lemessage: 

RETURN TO MENU VALIDATING 

:L <■, „r T . ~ . ^ PLEASE WAIT 

Enter Ihe ule ii.imi .ml pi-.-.- Kr.il.kN. Hie c.issette will start 

and the file will lie leaded. wi H aQ p e . r 

If you wish to Inili.ilise the disk dnve press "I" and the message: 

INITIALISING DISK 
^X^Z^^^^^'S^W^ PLEASEWAIT 

18 



ON THE DISK 



K DISK NAME 



i lor this section-. The next prompt Is: 
R DISK IO NUMBER IF REQUIRED 



on are formatting a new disk en 
u are reformatting an uld disk yor. 


may pusl press -RETURN" 


Enlry of te 
normal w 

lielivccii 1 
under the 


55 *Q" you will be returned to Ed 
on have chosen to read the Dis 
screen. To temporarily stop the 
. To restart the display press Ihe " 


e diris lory cleared. If you 
Dirennn, il is printed <ui 



ENTER TEXT 

To enter le>rt press "3" followed by "RETURN". The screen will 

.iiiommodalo u-aiiablr- (leper ".line on the size of Ihe lahels), 
the number of lines on the label and Ihe width ol Ihe label. To 
abort entry of lest and reiurn to the main menu press "F7". This 

With the following exceptions: 

■ dace Ihe cursor at Ihe position where the 
to be inserted. Press "IMST" (SHIFT/DEL) and a 

ippe.tr, in purple, at the bottom right corner of 

: to the left of the cursor and die text starling 
To [urn Ibis mode off press "INST" again, 
lo move the cursor switlly ;o i-,i(h end or the line heira; enlered 
press "CTRL" and -<l_r.n ARROW-- together, il the cursor is 



it will he n- 



"RETURN" and Ihe cursor i 

ir keys will only work if there 



ENTER ORIGINAL NAME 



RENAMING "old n, 



To complele entry of if 
or press ~F1" (the latter, 
for a large number oi lii 
the first few). 

Is This Correct (V/N)f 

will appear. If you wish 
cursor will reappear. 

If you press "V" the mess 

Another One (Y/)( 



jilher press "RETURN" continuously 
I lie quicker if the label has been set 
. and you only wish to enter ten on 



-n will exit this function, 



s "O" you will be relumed ro ihe 
menu, if you press "Q" to quit this 
to Edit mode and if you enter "C" to 



IINE TOO LONG 
Please Alter 






■d by "RETURN", 



SEARCH TEXT 



The prompts are then similar as im Kidirie.. When p<> : I . . i i 1 1 : , < To search for a label press "4" followed by "RETURN". The 
Ihe tape press "RECORD A PLAY" before pressing -RETURN 1 , screen will clear and you will he asked lo enter the search 
When saving to disk you are given the option: details. During this entry only the cursor left and cursor right 

keys can be used it> rinr.-i- ihe cursor 1hioue.li I be Lett. However, 
DO YOU WANT TO CREATE A NEW FILE OR OVER WRITE insert and delete work in a similar manner to Ihe main enlrv of 
AN OLD ONE? (N/O) text. 






Is press 'RETURN' 



ON THE DISK- 



iOffvi will clear and the message: 


M ° n V °™ 


SEARCHING 


Auto paper feed 






will appear ;)i Ihe lop of ihe screen. The program will ihen 




search through .ill "it- Inbrls in the 1 1 1 ■ _ jntl will list the nLmber 


The nert prompl Is: 


and i" i r - 1 line of all labels which include the search details. 




Shun hi tin: list reach Ihe holtum of Ihe screen the lisling rr,.it he 


Numher of lines to be printed 1 1 


slopped hy holding down any Lev. Obviuuslv Ihe more detail 




entered in the search pattern ihe fewi-r rn.itrhr-s will be found. 


where "II" is the total number of 




wish lo print less lines, alter Ihe nu 






enfer Ihe number ul Ihe label to be viewed, inter the number 


You are then asked if you are u 


and press ■■■RETURN". Iherequesled label will be displ.iyeif ,mci 


labels. Press "5" or "D" as appropr 


you will lie listed if you warn lo see anulhei one. If no valid 




entries are found Ihe message: 


Finally you are requested to enii 




inches and prompied with "g". 1 


ENTRY NOT FOUND 


only applies if you are using d 


Do you wish to try again (Y/Ni; 


measurement is taken from the 




including the Iraclor perforations). 



amended as |>er pmrj ■■( 



"SPACE" bar until the mes-,i<; 
Do You Wish To Reposition I 

reposition the paper press :R: 

EXIT PROGRAM 

To exit (he program or clear I 

"8" followed hy "RETURN". 



IS THIS THE ONE TO BE DELETED Y/N 



■e the opportunity lodelei 



deleted from the file ar 



ARE YOU SURE (Y/N)! 

It you press "N" you will I 



.)[.:■! iirn ol i'ili-i 

w only wish to 
ie labels NOT to 



or printing Ihe whole file: 

Do you wish lo select 

1 ) ADDRESSES TO BE PRINTED 

2) ADDRESSES TO BE OMITTED 

3) TOTAL PRINTOUT 
Enter Selection Required 

If you choose either "1" or "2" the 
number and first line of all the lab 
appropriale numbers and press "RE" 
there are more than 20 labels in Ihe 
continue the listing. If you do not w 
"P" to go 10 the printout 
passed straight to the prinloul routine. 
In Ihe printout routine you are first [liven 
to the screen or printer. If you select si 
Libels will lie printed. 
If you select printer you will first be gi> 
alter the device number of Ihe primer (il 
followed by the secondary address of 
seven for lower case mode). 
Nexl you are asked: 






LATE AMENDMENTS 

Since the copy for this article was set Ihe aulhor has made sc 
alieraiions lo Ihe program. These are as follows: 

1) The files are no longer sorted into order. This saves ti 
during the operation of the program and also some memory. 

21 It is now possible to exit a LOAD routine by holding dc 
the SPACE bar, 

3) If using disk it is also possible to .ibort a SAVE in the a 
manner and any file [.rented will lie srratched. 

4) When the program is in searrh mode it is now possibli 



s the program now asks for Ih 
it belween .ii.f-.n.i-ni Libels .-nil it 
cr of lines between labels. 



-ON THE DISK 



I 



MEMORY 



A simple game of concentration for those fed up with mayhem - R.NIELSEN 



I played concentratio 
ck of cards at som 



*h i Ic away the hours 
aining. The game is 
a board with 1 20 

i (which is obviously 
layers take turns in 



PLAYING THE GAME 



THIS IS A CAME OF MEMORY. USE 
THE JOYSTICK IN PORT 2 TO SELECT 
A SQUARE BY PRESSING FIRE. MOVINC 
TO ANOTHER SQUARE AND PRESSING 
FIRE AGAIN. IF THE TWO SYMBOLS 
SYMBOLS MATCH YOU WIN 10 POINTS. 
IF THE SYMBOLS ARE '*' VOU GET 
20 POINTS AND IF THEY ARE 'O' YOU 
GET 30 POINTS. CAME ENDS WHEN ALL 
THE SQUARES HAVE BEEN UNCOVERED 
"*R 'Q' (QUIT> IS PRESSED. 

Fi' MAY BE PRESSED TO CHANCE BACK- 
GROUND PRIORITY AND 'M ' FOR MUSIC . 



Load the game with LO A D"MEMORY ",8, 1 
and RUN (Or select it from the CDU 
menu). The MUSIC and CHARACTERS will 
then be loaded in and the introduction 



ear. Type 
2 playe 



arrow to the chosen square, press FIRE 
and the symbol will appear in ORANCE. 
(The ARROW will turn GREY) Now move 
the arrow to the second square and once 
again press FIRE. If they match, you will 
get point) " 



Wait for the 



•M' to turn 
off. 'F 

toggles if the ARROW 
the CAME SCREEN. 



■v. 






















MEMORY 

BY 
ROBERT 
NIELSEN * 
CO .1390 
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SCORES ARE 
PAUL : 10 
MICK : 40 
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2| | DRAGON 





For 



iqu 



non-filled 

re, 20 
iamond 
1) for 
thing 

If a 



look at the 



player two. The gai 
Q' is pressed or 
uncovered. My be 
1220!! Good luck. 



FEATURE 



■W JIM !!•»! j 4 



One mans opinion on the recent NEC show 



cnnt ems my truly exciting vi>ti to the NEC in Hang my j.n k.-i ..!■ .1 r o.nh.^m.T. hn,-,ile my -.: :,v n> 

Birmingham at the end of April. So what was r he appropr i ,11c hall entrance and gave in my 

.s at this point [hat my piece of 
is miraculously transformed into a 

you will have heard about the computer plastic-coated badge. So I asked [he young lady 

shows thll are slaged at tarls Court, London, about the Press Roam. Oh, I'm not quite sure 

which I haye never had the time to visit, about that, Sir - you'll have to ask al Information". 

However, Birmingham if only a stone's throw So [lien I had to find the mform.Kmn dc-k. Having 

away from Rugby and I thought that perhaps I done thai Ihcy also didn't have a clue what I was 

write a report of it for CD U. If you are v n I ■,.■ I ..1 r F ■. 

these devastating! y interesting computer th.11'1 h.,,1 Irfi la,,," on I '* ',,, dad "h'i' ;Vi„.: ',■,'■■■ ,", !'■ 

shows then it is always pleadable to read to return wasn't [here anymore. 

Me being a fynic, this ont' shml "b, 
decidedly different, anf is, remember, 

owner'nf'i^ ' hv a p " '' n ' ° f \ ie w °V ,oyal WHAT NO COMMODORES? 

owner ot a Commodore computer. 

he!n B W s^\^ r ;nr'^na'V^ t U?d ( up^ n bIk'ie,'ali 

about Star printers and [heir prices. This I [bought 

These shows usually last about four or five days would be useful. It's bound to have information 

(although thank the powers (hat be that you only about Commodore interface printers such as the 

have to go on one of ihe days to see everything in long lost STAR LC10C. It would appear not. So I 

aclionl and are situated in huge halls packed full plodded on and walked around the upper level for 

computer related equipment. Let's set the scene stopped again 10 look at anything in particular. I 

start, ng about a week belo.e my planned aUernoon glanced around as I mingled in with the crowd to 

. 1. 1° ,° J 1"m'!' y ,ha ' old[1 se !,*j e ,'i? r an t thin B s P ecl 

th^JBfftlmenTjP'tlcket I iheTuBKiapi 

k,r "(ffm2rpVo| , "e , |nto l, S " 
AVITE PUBLICATIONS. 

quite novel gg*, but^P^fn'modore. Surroundec 

pale grey IBM compatibles I was becoming' 

""" 0,ll i ' C S"'^' "> "it nesa, men 1 couio go rainer homesick and longed to see .1 decern user- 

ck another day lor tree. "Fair enough" I thought friendly computer from the Commodore range. If 

mysell - after all I will be writing about it in the wishing 10 see a humble 8-bit computer amongst 

igazlne. 'Anything else?" - "No, nor really". "So this range of 16-bit ones was hoping for too much, 

iw do I find this Press Room?", I inquired. A I decided that seeing even an Amiga 500 would be 

lite obvious reply was given • "lust ask the nice, or maybe an Amiga 3000! No such luck. I 

rson who takes your ticket - it's usually upstairs had read in a company's' catalogue that at a 

mewhere. It is at Earls Court isn't it?" - "No computer show in the pasl everyone had marvelled 

ul, I said the NEC" - "Oh, well they all have at a high resolution picture image and how a CI 26 

am so jusl ask like I said". "Great" was my first computer could produce it. There was nothing so 

action. The thought of getting something for spectacular this year. On my travels, I came across 
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I 




F E AT U R E 



ugh price to pay. I 

mg Kong r. lm-, 

ng 3.5" and 5.25" disks made jp as clocks! 

ne*t - though the temptation to bjy one was 

■finitely there. You could buy Ihcm there or send off lor 

cy in Hon,; Kong. After much 

' ■' rd option and o 



with one of those lamiliar 
to it. A map of the hall! I 

IdnWPhd them. Every door on the lower level that 
; marked as "EXIT" had a security guard blocking it so 

' r . This il ;*e»| Mc ^V P^ul,ima,e^|||^ l '^.f'f' h ^' " ould "^Zf^T'^V^ 

I hum,,,.. ilul .- .l.-:..v! lf „i f t'*koi v.h, ; hdireaK> , I ■,..- ujin;,,,,,! I couldnlsee 

^ net vaur C61 to abo ^Mfi nu 8 e cardboard ra< ades ol Ihe various 

rhut Mmhraliu i found Ihe staircase. On the 

nding the proper way 



"Caution: Do no" " 



i,) Techno-lnfo Jtt 




f urthe r hundred quid. Although this article may seem a bit one 

■^"-Tjiled reader should be ,i L.i 1 1- to decide which 

ding line lie lalts when ninside'ing going 

In the ne't l.» 1 15 Com(ui1i.-r ilmw lliul ri\ir< it -. ugly head. 

led 24 pin D-plug that makes you fully 
lagniludc for yonks IBM compatible. 



SOFTWARE 



GAMES SPECIALS! 
SOFTWARE OFFER 



Fed up of paying huge amounts of dosh for your games??? Lei 
CDU remedy (his by offering you these superb games 
compi 1,1! inn, ,,| knock down prices 

AN of Ihe disks on offer Lire- original, never before seen games. 
There is something for everybody. (Shoot 'Em Ups, Strategy, 
Adventure, Mind Benders and straight- forward Platform). No 
matter what your preference, something, somewhere will lake 
your fancy. To order your choice . simply fill in [he coupon below 
and send il with your Cheque/Postal Order (made oui to 
ALPHAVITE PUBLICATIONS LTD) to:- Alphavite Public alions 
Ltd, 20 Potters Lane, Kiln Farm, Milton Keynes, MK11 3HF. 
(Please allow 28 days for delivery), 

GAMES DISK 1 (1991) 



COID CO 

yourself alor 

holdinj; cell. 



IFORT - In 



iguage, and discover how 10 pilot the 'ship' 
back to earth. This lexl and graphic adventure will keep you 
pleasantly engrossed for hours. By the way, it is a big ship. 

CELIRATOR 11 ■ The sequel... as you can guess this has Ihe 

.ii'.ihT i,ui try and bear ihis one. Scrolling 

■■viii'. ii .. i Laves and never ending obstacles as you 
fly your cr rl fi along; heavy icxil on the accelerator, getting you 
into all sons ,ii collision tiouble making you wonder if il is all 
worth it, Ouite irantically yes il is! Make map??! Ho! Ho! Ho! 



ItllLilly designed 




i like to know? 
yet again! By (he way, 
governments and 
I anyway - that's why you 



world goveri 

■ am 

ne ■■ ■! place! 

GAMES DISK 3 (1991) 



Hu«l, Firsi you i 





MEGADOCFICHT - An ai 

players. Guide your plane arouni 

down your best friend as he pilots his aircraft around the 

living to -.hoot down you... Great game for Iwo people ot 

Sunday flyabout, 

GAMES DISK 2 (1991) 

FAST FUTURE - ThiM,.,i,.ir,..id, K,,. .... . 

control oi your crari and i;uide II around a circuit a set nun 

ife was as easy as that. Indeed not, there an 

crart in ihe 'race 1 who plan to give you more than a rcall 

lime. However, being a bH yersell ■■ m blasl ■ ■■ 



semble a team of three to enler the silo 
and disable il. No easy task. Ii you tile games ui strategy where 
f.isl thinking is ot utmost importance then Ihis will leave you with 

GAMES DISK 4 (1991) 

compute- since John Conway loved with the idea Ol ,. 
mathematical model op ihc- behavior of limine cells in Ihe 1950s, 
Here is annlher version, but ihi. lime h« Hi,- i i.4. and within 



SOFTWARE 




Please send me Copies Dish No. 1 @ £5.95 each Copies Disk No. 2 @ £5.95 each 

Copies Disk No. 3 @ £5.95 each Copies Disk No. 4 @ £5.95 each 

Copies Disk No. 5 @ £5.95 each Copies Disk No. 6 @ £5.95 each 

I enclose a cheque/postal order for. 

(Made payable to ALPHAVITE PUBLICATIONS LTD.) 

NAME 

ADDRESS 

Postcode 

Sentjio.ALHHAViii: publications ltd. CDU Software Offer. 20 Potiers Lane, Kiln Farm, 
Milton Keynes, MK11 3HF. 



LETTERS 




popular technical bit 
gets more and more mail, 
here's a few more people 
irted out - |ASON FINCH 



■ for there In- inn no 
hs magazine, I think 
* the reasons why. Secondly, I 
e to the following people for 
I hold their replies until next 



by now you all km 
must also apologi 
having to yel aga 
month; 



Craig Dickson, Solihull. 
C.D.Roberts, Cornwall. 
Stewart Hall, Exeter. 
V.Perry, Barry. 
N.K.Taylor, Bournemouth. 
Maurice Le-Vallois, Paisley. 
Alfred Fox, Liverpool. 
Richard Viatonu, London. 
W.I.Wilson, Sutherland. 
Ann Picliston, Manchester. 
R.Dunley, Chester. 

On with the show! I 

So you've looked through the mag and decided to stop 
here and have a read ■ good on you. VVh.ifs happening 
this month in TECHNO-INFO, I hear you ask. Well, for a 
start, the usual UPDATE section is hete giving you 

■"'■iinii on .-.hi | mss enuuiiies. together with TIC (.'IF TUF 
MONTH to provide you with yel anolher invaluable bit ol 
information. And of course there are the letters - this 
month we HAD sixteen of them just for you, ranging from 
a query about a BASIC routine lo one about Li.i-1 
Emulation on an Amiga, but as already mentioned, we 
have had to r.ui this down dramatically. Please remember 
that TECHNO-INFO is also a section in which your 
opinions on certain matters can be expressed - we don't 
only publish letters Irani people with computer- relaml 
problems. Anyway. I won't use op further space. I'll just let 
you get on with reading the offerings. 



VOTE GEOS 

Dear CDU, 

I keen buying lei' m.in.i.'ir'li' i .111 ill' o\.ill\ re.i Iv .'■■ vir, ■'.' 

the only magazine still with us dedicated C64 and C12B 



users, but I hardly use ain other program apart from 
00$. I i int I il docs 1 1 I w.ml irom my computer, almost - 
wiii' 1 1 In i rip rue io one ol the reasons I am writing to you. 
I read a letter in the April 1991 edition where one guy 
says GEOS is far too involved - I just couldn't disagree 
more. I have Mini Office and (hough 1 think it's a very 
good package, I would never use il again for writing 
letlers. Willi CEOS I don't put control codes in to alter 
ihitijjs - I just hiehli^hi and ihen i h.im.-e il lo whatever I 
want, and Mini Office does not give me a choice of 
whatever louts I want oi 7 diileieni style', like CEOS. And 
I certainly cannul add graphii - like Ihe ones in lllis letter. I 
will agree to make a letter like this lakes time but if I had 
not messed about putting graphics in it, il would have 
been quit ker iluii oilier wo'd-proi csm>'s I have used. All I 
can say is •" LONG LIVE THE C64 AND LONG LIVE 
C.EOS ' ' ". Now my second reason for writing. I wonder if 
there is any chance lhal you could pul some of the Public 
Domain GEOS software on the disks as I am sure fellow 
ild appreciate that 






)uld b 



d get hold c 



programs pul oul on Q-l INK in Ihe Slates 

programs are available so it may be possible lo fill the 

disks up with all sorts of jioodicv Finally il there are any 

CEOS cms out there lhal want to get in touch to exchange 

ideas or CE05 utilities, please feel free to write, I 

■ ■ 1 1 ■: 1 1 ■ . i \ i.iin in ,..i i "•we- .ill letters ■join the club! - TechEd). 

Very best wishes to you all. 

Frank Cassidy, 

55 High Bank Road, Droylsden, 

Manchester, M35 6FS. 

Dear Frank, 

Many thanks for your letter about GEOS, Everyone has 
iheir own views on things and if you prefer the 
environment set up by GEOS then lhal is line. Personally, I 
use SuperSciipi for my word-processing needs, but that is 
only because my copy of GEOS-12H has got a most 
irilurulrrifj hufj in il which causes spurious little dots and 
lines to appear randomly on Ihe si reen win 'never you do 
something. When using GeoPainl this is particularly 
annoying because it messes up any pictures, not that I 
would I'vei altempt lo draw Jnylhing. GEOS is a very 
good package, but so is Mini Office. Il all depends on 

'.-.III' .;:,.': Mir :■ .in I ■- 1. 1 : ■:■■■■■ I . 

software on the CDU disks, what a greal idea. We would 
■: nliiinly publish some if somebody was to send it. There 



-LETTERS 



are no hassles about pulling PD -.lull on the disks, it is just 
ihe fad thai it is never sent for consideration ' 
certainly reduce ihe production costs. Once 
appreciate your views and I hope you get lots of peopli 
writing to you. 



SNAPSHOT V5 cartridge. Dad bought it fur the colour 
would printer option, but I like the games master on it! Hoping 
this will get printed. 

Knight, age 11 (and 3 quarters!!), Northag, BFPO 



SPEEDIER SORTER 

DearCDU, 

I should be most grateful if you could help me on two 
points. I have written (in BASIC) for my C64 a program for 
storing, '-rutin:.; ami printing detail- of musk on disks and 
tapes. I find that, when sorting, the program locks up for 
periods of Severn I minutes at a lime although, ii palienl, 
the program will eventually continue and complete the 
sort. I assume that this is due to "garbage collection" but it 
does make the sort lime very long. Is there any way to 
avoid this* I did try "Supersort 64" in the October 1940 
CDU but I couldn't get it to work. Secondly, is there any 
way of chaining togethei two sequential tiles lo form a 
new file? 
Malcolm Mort, Swansea. 

Dear Malcolm, 

' he :.H'-I ■■ ■o: r- : 1 1 ■ I -, die lo c.arbage , ,11 . 1 1 : ■ I i 

which is the destroying of all unneeded variable and siring 
information for those ibal don't know. It can be caused 
because of the sort algorithm that you are using - perhaps 
it is not particularly eilirienl. Bui ihe main cause will just 
he Ihe -peed of good old ( omn odoie BASK" and it cannot 
be rectified too much. The only thing that I can suggest is 
lor vmi lo sort Ihe titles or whatever as they are entered. In 
that way you will only have lo, using a FOR. ..NEXT loop, 
move a block of titles down one -pa;, e lo 0|ien up a nap in 
which ihe new one < an he slotted. If a title is amended, the 
block below it can be moved up one space and then ihe 
other routine called to insert the new title in the right 
place. In that way you have an index thai is always in 
alphabetical order and there is no need to have a son 
routine as it were - and it will take a fraction of Ihe lime. 
On your second point, yes there is a way of chaining two 
SCO files together, and ii can be used to link up lo four of 
them. You must issue the following commands: OPEN 
15,8,15/10": PRINTS1S, "Ci):LINK£D=ONE,TWC": 
CLOSE 15. 'LINKED' is Ihe filename for the new combined 
file, and 'ONE' and 'TWO' are the names of the two 
smaller files. 



Dear CDU, 

I read in one of your back issues (November 1 9901 that 
Mr. David I 'add sun had a problem with "dur'npmu" t dour 
pictures lo his primer. We also bad a few problem* with 
our svslem. My dad, alter hours of wotk, finally found that 
DIP Switch No.5 on the STAR LC10C colour printer had lo 
be down for il to print in colour (Yes, we do have the 
LCI 0C colour printer ii you are wondering). So, for all you 
people out there with Ihe STAR LC10C colour printer I 
hope your problems are solved. Also, thanks to the 
Teehno-lnfo Squad for writing about Ihe SUPER 



4f). 



Dear Simon, 

The problem slated by Mr Paddison was slightly different - 
he didn't have the same printer as you. He had the 
standard STAR LCI which does not have a serial port in 
the side, and so an interface is necessary to enable 
connection between the printer and computer. The 
standard model, as opposed the Commodore standard 
model with is suffixed with a 'C, also has slightly different 
commands -~ n-: 1 so v.calk compatibility between the two is 
i'hji always guaranteed. But thank you for the information. 
Some problems can also be relinquished by pulling ihe 
release lever at the back right forwards. I am glad that 
someone found my recommendation about the cartridge 
useful, but I would hardly call one man a squad! Have fun 
and I guess by now you will have reached thai milestone 
of ages, twelve. Thanks very much for your letter. 



THE 1551 CONNECTION 

... .:■■,,■■;■■■.. ..,■ , ,. i |;\ ,■;, ■ 

adapt the Commodore 1551 disk drive lo operate 
successfully with the Commodore 64 computer. I am 

awaie that this disk drive was originally introduced for the 
Commodore Plus4 but as my PJus4 is beyond repair, I 
would like lo use this disk drive wilh the 64 if possible. I 
hope lli.it vim can assist me on this matter. 
I.Bond, Ros sen dale. 

Dear Mr.Bond, 

I am reliably informed bv experience that there is no way 
whatsoever of connecting Ihe said drive to the 64 and 
ha vim; is working correct I y. The I .To 1 drive will only "la Ik" 
to ihe Plus4 unfortunately- I'm afraid you will have lo buy 
a 1 541 or something similar. 



VIEWS ON THE MAG 

Dear CDU, 

I would like to thank everyone involved with CDU for 
making it such an excellent and informaiive maga2ine. 
Mlhuu.L'.h I don't necessarih away-, find everything of use 
to me, there is usually soinetliin.il in Ihe pages Ihal keeps 
rni' ot copied . I could sing praises .:i\' day but I feel that a 
ba of < i mi ,1 1 in. ; r.-!.- ( 'i :.i i -n .... on d be rn :ic b-.-nelu i.i . 
Whereas the "eomii " mays for the 64 are too flippant, I 
find that CDU often goes near to the other extreme and is 
very serious - nut loo serious you understand. I would like 
CDU even more than I do at the moment if a few pages 
each issue were [leveled lo something unusual and off the 
beaten tract entirely. I refer lo things like "Tomorrow's 
Tomorrow" and thai wacky, very funny story "Noddy's 
Kevenge" that appeared a while back l who actually did 
write thiil by the way?';. I like series about programming 
like "Basics of Basic" and "Ma' bine Language Techniques" 
although having harl my computer for six years and delved 



LETTERS- 



•ays gratefully 



into BAM( i|i. if ,; Dl the k:\ncr - not . u' nun li u-.e to me 
personally, but do they need to be so long? Couldn't series 
be broken up into smaller chunks so that they ocmpy 
perhaps only three or four pages each issue. Ihis would 
leave room for other features. Personally I would prefer 
lots of short articles, rather than a few long ones. I 
remember when Tech no- Info was only two pa^rs long ■ 
although I'm not saying that that should in any way be 
shortened because I find il probahk tin? most iiiKjrrn.il iv t ■ 
and helpful section of the magazine. And what has 
happened to all the games? I am sure lh.it everyone would 
agree that one game on each disk wouldn't go amiss. 
Those are my views on things - notice that I didn't 
comment on the price increase to £3.25. This is because I 
feel that CDU is well worth the money that we pay for it. 
Keep on with the great work and I wish everyone involved 
much success with 'he ajntinir.iUon of a great magazine. 
Christopher Dicey, Manchester. 

Christopher, 

ments about the magazine are 
:cepted, I am glad thai you could sing 

id incidentally il was actually me i yes i confess) thai 
rote "Noddy's Revenge". I'll let you into a little secret - 
ere may be a sequel to it coming mil shortly. Regarding 
le lenglh of articles, il is mil always possible to split them 
p into small chunks if they are referring to just one lopii . 
he reader may need to gel into the 'flow' of the article 
nd not be able lo leave off a specific topic for a month, 
tut I would actually tend lo agree with you, I try to keep 
\dventure Writing and Helpline to a minimum to leave 
_ --e lor other things and perhaps more shorter articles 
ild help. You say that you are sure that everyone would 
■ne game pel dish would be acceptable. I hate 
disagree Willi you hul if too many games are published 
short periods, we gel letters from people asking whether 
ames are really needed. There an I wo sides to every story 
some people would like the odd shonl-em-up 
terspersed now and then, and some wouldn't. Personally 
hink lhat iheodd game helps once in a while. I hope that 
■"■ '" enjoy ihe magazine. 



UPDATE 

Only a short update this month, I would just like to thank 

everybody that wrote offering cartridges for PETER 
API'IHJY OF SAUSKUNY and VIC20 KamPacks for RAY 
ROBINSON OF DARLINGTON. There are too many of 
you to mention all your names unfortunately. Many lhanks 
for an overwhelming response. 



TIP OF THE MONTH 



If after a program in BASIC is loaded, you write down ihe 
values given liy PEEKUOJ'!:. Pr7EKt2050l, PEEKI45) and 
PEEK(46), then if NEW or a reset cartridge Is used and the 



program is wanted again, you can enter the values back 
with POKE 2049,v: POKE 2050.x: POKE 45,x: POKE 46,x. 
Then you can LIST your program again, I have tested 
programs by placing Ihe cursor on any one of the line 
numbers 01 the listing and pressing RETURN. The program 
still stayed on the screen. 

Thanks very much for lhat Mr.Mardell. There are plenty of 
people thai will find that useful. Now the second one, 
from PETER WEIGHIIL OF BOURNE: 



s from 1 la N, resetting to 



3. X=-(X=-X)*N alternates between and N 
'for 1,2 and 3, N is a positive integer) 



(.. POKE5f>325,x changes the number of interrupts per 
second. This means that cursor flash speed changes, 
repeat keys repeat at different speeds, Tl is inaccurate, 
program speed changes. This can be used to change Ihe 
speed of interrupt driven music. 

Also many thanks to you, Peter, for sharing that 

information with (lie oilier readers. Remember, if any of 
you have lips ior publication, please send them to us at the 
usual Techno-lnfo address. 




ON THE DISK 



LITE MENUS! 



(menu 
creation 
system) 



Create professional looking menus with the minimum of effort. - Madhu 
Surendranath. 



LITE MENUS! was created lo lake the effort out of 

menu-based programming and to create impressive 

result!,. It is written in BASIC with a few SVS calls to the 

Kernal ROM, however, it will work on any Commodore 0$(1 )="OPTION 1 

64 (version 1 included as I own a Version 1 Commodore 

64 and I have tested the routine on it.) The n 

built up of 3 separate routines. These are; 



1. BOX ROUTINE - To add borders lo the menus if 
required : (LINE 10000- ). 

2. MENU MAKER - The routine which adds a hi-light bar 
to the menu and all the selection processing is made 
there:(LINE 11000- ). 

3. PRINT AT - To move cursor to (X,Y) positions : (LINE 
12000-). 

HOW TO USE EACH SUBROUTINE. 



OS<4)="OPTION 4" 

Next, all the subject titles have to be set up, 

above. It is stored in standard array form 
controlling variables have to set. 

MIN - Rrst number of the array list (usually set i 

MAX - Last number of the iirr.iy list idopendii' 



IB). 



X - Move cursor to the right by X (0-39). 
Y - Move cursor down by Y (0-24). 

XI - Sets width of the box (0-39). 
Y1 - Sets height of the box (0-24). 

CH - Selects character for box from the list below :- 

CH=1 - character used (CBM + keypress). 
CH=2 - character used (CBM A keypress). 
CH=3 - character used (SHIFT U keypress). 

The above list denotes ihe charm lers used for the corners 
of the bones. If you select CH=1 then the box will be 
made up of a hatched pattern, CH=2 the box will have 
square corners and if CH=3 the hov will h.iw- rounded 



- Number of lines from the top of Ihe s 

- Control variable (to ease discrepance 

- Distance from left hand edge (same , 

riables have been d 
OSUB 11000. 

Example definition uf setting up a menu. 

DIM OJ(5l 

0$(l) = ~OPTION 1" : OS(2) = "OPTION 

OS(3)= 'OPTION 3" 

OS(4)="OPT!ON 4" : OS(5)= "OPTION 5~ 

X=10: Y=10:COSUB 12000 ("f 

FORM TO 5 : PRINT TAB(XI OS(|) : NEXT] 

MIN=1 :MAX=5 : PS=9 : A=1 : IA=lll : COM r , r 



(") This lin. 



■s tin- lisl 



COL- Selecls colour of the box (0-1 S Standard 

Commodore Colours]. 

So if you define all Ihe variables, you need to call the Depending on how you u 

subroutine with GOSUB 1 0000 extra line :- 

Example definition of a box. ON A GOTO ... 

X = 5:Y = S:X1=10:Y1 = 5:CH = 1tCOL=4;GOSUB 10000 As an option is selected, 

variable A so you can ha\ 



j the positions as defined ai 





MENU MAKER - An a 

before use. They are :- 

DIM OS(X> - The array 


ray and variables have 
which LITE MENUS! uses 


Continued on Page 47 
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FEATURE- 



Sacra 



STUART ALLEN gives you an insight into a future world, or is it already here??? 

It was the year A 
7 8 1-70. 



I, the world prompted 



, tell. He 
shock of people trying ti 




/ O I * / U . had been discoloured Once he lound lli.it nut. ho somehow be, ame more —•//A^/.-f 

!■■ .. .II...;, I—,... "I- ;!■■.."!.■■:: ■---.-■ -. - - = ^ ,.■,;..! ■■ ■. -, , I , ,::-, I * 

trees had no leaves signifying life, they were, themselves, Ho would rtevej stoop ',. insults 01 r.id, remarks and $//-.'' .. 

scorched and black. There- '/.„> one thing, one tliin;: only mat would U- iini.iihnolv polite, even hi vinsecliun /&<■■,.■ 

to the visible eye shoved life, tli.it was sometliiru; th.it looked vi.iiim. I le .I-.ln r allow u, ..-, ,.i ■., • ..I -.,■„., r. .tion ///■■ ■ 






From down the road, there 



:o own such a wonderful 



rrily tol about half ' • 
an was just about },•: 



lnc "Oh, Rat's!. 

Kin B It's half past 

i'J'Tj'Z'ZThl e '£ht' *' ve 8°t 
-j to get to 

X";t It ri™l» Tipton for fen 



struggling to gei upr ana ouere 

assistance. It was definitely gladly arc 


Tot to 


„ "' H 1 -' ""- L "' rt tv ' '*■ "■"'-■ !-'-■■■■". 




i/l 


After the various diagnosing and cu 








> i ' 


wounds was done, the two Intro 
themselves, and delved Into each othe 


uced 


When they got to Tipton. Alan said, 






and murky past. Apparently, the driv 














up shop." "1 thought you meant a 






sre^en'^ltad^also^o^wo'ulde 


brothers, one called 


proper shop" "|usl you wait" Alan 
put his hands to his temples and seemed to be 


',!!',;. 


j 




es. He had a younger 


thinking. Tn the donors groat surprise, Ihe field sank a 










couple ui mi In- 1 ,. Ili.-n slid away. 






holocaust He used to be a military der> 


olitians disposals man. 








That is, until he found a strange ye 




A huge building appeared, slowly rising through Ihe 






changed him both physically ami men 


ally. After that incident, 


earth. The donor said "Impressive.-" "You haven '1 seen 










the half of if They wailed inr the building to rise up 


3|l' 




hefty wad of money, on the condition 
out into the paper. From the substance 


htsmemory^increa'sed' 


fully before taking in Ihe hill beauty of it. -V fording to 
Ihe doctor, there was jusi one small problem with it. 


j 


he was capable of learning things i 






fflPvo!?*: 




instead of years. He was also changed 


rom a Prairie Dog, to a 




WJ*&1 




pastimes were. He liked to work-out ii 


an, judging by what his 

his private gym. When 
oad scrambling in his 


covered in steel." "Thai's where 1 come in again." At 


w 


i c 


favourite car which, incidentally, is wh 


t he was driving, when 


thai moment, Alan pul his hand- to his temples .is>.mi 




he saw the accident. If he ever got bo 


d doing either of those 


and the shoots of steel folded away into Ihe building. 


v 






target practice with his 


The Doctor, although Iho.nughk- perplexed by what 


1 




favourite sub-machine gun.... on rea 


targets. He didn't tell 


appeared to be the tenth wonder of Ihe world, 


i / 
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F E AT U R E 



IP 



•>, 



bffiSir 




I netnc hal si t assemhled properly, 
.h will in 1 1 plenty 01 spare sp.ni.-, 
[*'' J'"' 'y in i around. Thai is,,, if you're 

actually got to the point, fust wh.il are 
you trying to ask me?" "If you coold 







\ anybody, or anything Lo use that 


J ',• '-~y 


\ depends onflow mucMo^want for 


\ L -i t *. ,J it." "Well, all 1 want is something for 




^ my time spent in making the machine. 


#' 


| and getting rid of the hugs. Just what 


1 do you do in your shopf" "We make 
\ cars and weapons. We also sell litem 


^v\$& to \ '" N ' ce ' R ' s '"' M '- Si,y ,h,t ' e dDllars for 


%^5a£3j( pbtsJ cvt,y lK ' uM spenl makin 8 "' and v° l 


1^ flT whtrf ' is '''" "° n " H,lt ' <-'i,i;rily. Vmi 










» L 1 Just ofl thai." "1 think 1 know where it 






If 1 Is. I'll collect it tonight. Why don't yoj 


1 ' 


i - 


Ifj I stay here unlil then." "That there's a 
ml clever petson, here thinking of me 
IIP 5la V n g here. 

1 am feeling a little bit sleepy. Is there 
anywhere 1 can sleep?" "Yes, just 
follow me." Victor was led through the 
rooms in the complex, into a room 




r ; 


extremely lush, with old masterpieces 


• 


T 

1 -. 

1 \ 


i decorating the otherwise sparse walls. 

y\. voice came over the loudspeakers and 
, ', asked which floor they wanted to go 

J: was a w.hirring, which stopped almost 

\ '.', as soon as it had begun. Alan, being 

i the cheerful chap lhai he was, told the 

^^S^ Doc, "Here we are. Third floor, 

N everybody out, women and old ladies 




| . \ first", looking at the doctor as tie said 


II— ^. 7 


S^*V 



FEATURE- 



wheelchairs, you older ones, and most of 
all: Keep (he pels under control. Preferably 
under the owners control." "lust what did 
you mean by glancing at me when you said 
'old ladles'?*, queried the doctor. "I had to 
look somewhere", said Alan, with a smile. 




We h.iven't .-ol all d.iy. Tell us where llie money is tn the little 
!3U\ ff-K [I, jni.i I don't mean bananas.'' I!y iliis time. Alan was 
sidiiinj; iii sift ii oil peeved. Kol mill iwl lie been ridiculed In 
this ereatute, but lie w,is about to lie robbed. I le'd had all he 
could t.ike, and ■s.iitl aloud it. this person ■'■Why don't you ask 
tor tiie manager" -'Good idea. All tight, who is the manager of 

tins establish in put, ell?" Akin now derided to grow. 

To be continued 



Basic ih'Ait 



At last a C64 ASCII tex 

ie dear old C64's BASIC editor is p 



would them have acce 
late, copy/move, block 
15' for oft used words . 
i-eltv of being able to ' 



'CRUNCHER' ■ MIKE HOLMES 

110 single byte tokens. But 'CRUNCH' performs this 
on a complete ASCII disk lile .mil In. 111 ii generates a 
program disk file in HAIjlC piogr.im formal, ready to 



The program was developed 0111 of a ne 
programs back ,iod forlli between a PC ai 
not be done rlirertly for all sorts 01 reaso 



a Ch4. This could 



IT'S ALL IN THE CRUNCH 

called CRUNCH', because in essence it does exac.dy th- 
is as the BASIC interpreter's crunch routine, whic 
■ nises BASIC keywords in an ASCII input line and coover 



OPEN 2,8,2, "BASLIST,W,S" 
CMD2 : LIST 



ON THE DISK 



Until now. 

Apart from the increased 
editing power of the word 
processor, something else 
hii-.rmi - apparent. The Co4 
will actually accept BASIC 






long 




WRITING BASIC ON A WORD 

PROCESSOR 

IMPORTANT RULES 

Before using 'CRUNCH' on an ASCII file there are i 
importing things to make sure of first. 

I . Always start each line with a line number or the 
will be ignored by 'CRUNCH' (can'1 make if part ol 
BASIC program if there's no line number). 






, loaded normally these a 



KEYWORD HUNTING 






5, Youc; 



i to 255 characters in one 'BASIC 

any remainder will be ignored (like a new line with no 
number). This is actually a useful amount and will at 
last enable you to 'gel the last hit in' on the end of a 
BASIC line. 

S. It may help to always use spaces between keywords 
|ust to make sure there's no confusion, although 
'CRUNCH' should cope OK with closed up words. 



USING 'CRUNCH 

Type 'LOAD "CR" 
command at the •. 



valid CM BASIC 



, 'RUN'. 'CRUNCH' 
a sort of standard rol 
aaded in by 'cr\ Th 
1 of 'CRUNCH' so t 

from BASIC 



machine code 



line the BASIC token is displayed in d( 

sent 10 the destination instead of the word. The displ; 

token is the 'counter'. fvcrylhini; alter a 'REM' is igra 
copied straight in ill.' destination, jimilarlv. everything 



VARIABLE LEARNING 



thereof, an array of these words is built up and used I 
second matching list. The display of ,i '•' at bottom left si 
a variable march, followed hy - if you have time to see it 
number of its posilion in the variable list. 
This is very useful because at the end all the variable 
printed on screen with their type ("%' or '$'} if applicab 
addition non-numeric d.iu items .ire shown. (Alphabetic 
not be the same as BASIC keywords or they w 






After 






There is a BASK" M > v.io.ibli-s ih.n v, ill i»- u-eil I ■ v ili<- iin.il program. 
) that it can be re-run fiLl1 miliv impoilanlly. you may see funny words' which : 
mode (In il don't create nave beer keywords but were misspelt. I he program 
terminated with two zero bytes (end of BASIC prog 

-h reiterates the warnings about the closed. 'CRUNCH' then returns control to direct mode, h 

CRUNCI I- asks for ihe 'source file's >*■' 'Started with 'RUN'. 



ON THE DISK- 



WIND0W$"C64 



Using windows 

on your C64 

ouldn't be easier 

- F.E.RANDALL 



window environment for your Basic programs. These ro 
can Also be used by means of SYS calls typed in fro 
keyboard. They allow you to specify the size and shape 



TECHNICAL BITS 

When a window is Invoked, all the normal screen ed 
functions are available. Inn ihey (ink operate on the area c 
window you have specified, When that window is 'PUS 

be defined, and each may be 'PULLED DOWN' in wha 



,i ill.. I 



i the screen where the lop left 
appear. 

which the top left hand cornet 



. The width of the screen in characters. 

i - The number of lines, ie the deplh of (he window. 

The window inusl lit .1 minimum ui ilirt-e (1 1 ti-rs wide and 

three lines deep, .ind the suiting row and line plus the width 
and depth must not exceed 39 and 24 respectively, since these 
are dictated by the screens dimensions. In practice, you'll wont 




SYS50179AB,C,D,Ew 



a lis.it inn procedures ui your pioerar 
n to display preset messages, y. .u will pri.kihly also want to 
up the displays in the initialisation liy 'PULLING DOWN' 
window, PRINTinp, the lexl. then ■PUSHING BACH' the 
riow. 'PULLING DOWN' is .h hicved by SYS501 B2,A where 



ON THE DISK 



UIHHIU8 mmim il H I IMI 




'A' is the window number ,is m«l in lln.- i.k-tiniii<jn. SlS r >n I.'!-, 
will 'PUSH BACK ; rhe window. 

Windows can Ik- nxlcl'irud v. ill-.- .L.I r- n il alis iiu iln svl< J in, 

hul once ITflf.-iniffl. I In; fir , n i ■ ■ ill lis it (In '.I nil ... ill In. 
lost. Toil Iwnmm-.. il' n'-flf'in I nil.- I.ii...... ". ij vnl. 

windows. Briifi i.iiim- Ihi- s.in„. ■.vinfi.w lor. ■.-,■, .■...-. 

and cleat it by PRINTing "CLS" each time. 

DRAGGING WINDOWS 

Having 'PULLED DOWN' ,1 window, you may drag II 
round the screen using Ihp nil N mi in 1 , lommands; 

UP SVS50191 

LEFT SY550894 
RIGHT SYSS01 97 

To drag Hie Window from your Basic program, you 

would probably w.ml lo test lo. the pressing of a 
particular function key ami th,-n „,<■ ll„. ,, propria It- SVS 
(.all. For more ilexibilie.. m.irhini? code buffs could 
'WEDGE' code into the interrupt routine to check 



ERROR MESSAGES 



exceptions lo this are the absence of pi 

wing the SVS commands as r I , . -. is mi kf-il up by llie 
; inlerprclcr and results in a SYNTAX LtiRI. iU. message, 
messagi- displayed will lake the form "ERROR -" 
wed by a letter, the significances of the letters are as 



i 'PULL DOWN' i 



hen defining ■< window either (hi 1 start row plus wii 
Is 39, or the start line plus lenjjth meeds 24, or then 



E - When 'PULLING DOWN' a 



imher is nut in the 








DEMONSTRATION PROGRAM 

Included un the disk is a demonstration program 
introducing Ihe use oi window. Load and RUN 
"WINDOWS DEMO". To use the machine code in 
your own program lype LOAD' 
then NEW. The demonstration g 
'PULIING DOWN' windows ci 



PULL 



i. Tlie 1.1 






PULL DOWN' that » 
ERROR - B-. 

If you study the listing of the demonstration progi 
I'm sure you will soon Find all is made clear. Vou 

some of your own programs. Happy Windowing!! 



PROGRAMMING- 



BASIC MACHINE LANGUAGE 
TECHNIQUES 

Part Four of this series gets underway for all M/L novices - JOHN SIMPSON 



As with BASICS OF BASIC, we had to omit l.isi months f.ue.ini; using Ihc juvMicl plugged 

of BASIC MACHINE LANGUAGE TECHNIQUES, I h"l>f ,t did Alifr usii^U.i-. un !■.«■■■. 

not mar your enjoyment ol the magazine. 

So far we have covered many of the aspects towards H 

programming in Machine Language (or Assembler!). 

we shall continue by discovering son 

i r instruction ,irid development 

There are as many ways to construct a program a 

people constructing programs - what I 

programmer w j|| usually develop hi 



ccessflil possible I" ellcil 
is mortlh a pleasant sorpri 
te of the aspects in program Functions using i 



... ible us ' 



>r her own melhoc 



During [his plw-i- el the scries we will con? 
:ure. These can be separated and s; 



Icsig.i. 
is ynu d. 






" l"<MU' 



UNIVERSAL JOYSTICK ROUTINE. 



In |UNE I 









vi.m manage the task to a successful conclusion! 

Here is an eiample of a possible division program: 

100 DIVISION 

llOLDXSH -NUMBER OF BITS IN DIVISOR 

120LDA DIVIDEND ; START Wl 1 1 I L5BV1I Ol DIVIDEND 
I tOSJA QL.'OTItNl : STOk'f It- IX ( »TM l-.r REGISTER 
140 LDA DIVIDEND-H ; GET MSBVTE OF DIVIDEND 
150 DIVIDE 

160 ASL QUOTIENT ; SHIFT LSB'S OF DIVIDEND QUOTIENT 
LEFT 1 BIT 

170 ROL A : SHIFT MSB'S LEFT AND ADD CARRY BIT 

180 CMP DIVISOR ■ ( A-i I HVIW >K ISC SUBTRACTED 
190 BCC NOSUB : NO, SO GO TO NEXT5TEP 
'(HI SBC DIVISOR : VI"S SLKIKAC.T DIVISOR 'CARRY = 1) 
210 INC QUOTIEN1 : AND INCREMENT QUOTIENT BY 1 
220 NOSUB 

230 DEX ; LOOP UNTIL ALL fl-BITS HAVE BEEN HANDLED 
241! UNI. DIVIDE 

250 STA REMAIN ; STORE REMAINDER 
260 RTS 

280 DIVIDEND BYT 10,10 ; LO/HI BYTE OF VALUE 
2'Hi DIVISOR BYT 10 
■«)() QUOTIENT BYT0 
;!10 REMAIN BYT 
:i:io END 

MOVABLE OBJECT BLOCKS 
(SPRITES). 



- BIT VALUE 

- BfT NUMBER 



activated [he relevan 



A SLIGHT DIVERSION 

US, such as 'FIRE' »r I I IT/RICH f. This cm be 
d quickly by using a 'm.isk and eompaie' method. The 
ul ih s melliod is lo mask mil the lliree upper hils ol the 
hirh arc nr.l relevant to the joystlt k read, thus: 

; TRANSFER GAME PORT BIT INFO INTO 

11 ; 'AND' IT TO DISPOSE OF THE UPPER 



This month we are going to creaK 



100 LDA SDCOO 
ACCUMULATOR 
110 AND#%00011 

THRFL BITS 



Depending il the juvsin !■■ has been : ii iivaied, then one or moi 
the suhseiiueni i bits will he cle.ircd :.= 0). For example il 
tire button has been depressed ihen the bit pattern ol 
Accumulator would register '0000111V, or 15 (bii-4 having! 



of 



-PROGRAMMING 



120 CMP #15 

130BNESK1P 

TO SKIP 

140 |SR FIREACTION J YES IT DOES EQUAL 15 SO CALL A 

SUBROUTINE TO DEAL WITH A FIRE BUTTON ACTIVE 

SITUATION 

150 5KIP 

1 60 : ■** REST OF THE PROGRAM *"* 

direction Ihe jnyslii k may haw been moved: 

1 60 CMP #30 ; 0001 1 1 IC-UP-15 BIT CLEAR? 

170BEQUPACTION ; VES SO BRANCH 

1 B0 CMP #29 :0001II01-DOWN-ISBIT1 CLEAR? 

-:[< Hii ''■.■'■.■;-. \t ii "-. il-.M HiK,\r-.< :■■< 

200 CMP #27 ; 0001 1 01 1-LEFT-IS BIT 2 CLEAR! 

210 BEQ LEFTACTION ; YES SO BRANCH 

220 CMP #23 ; 0001DI11-RICHT-IS BIT 3 CLEAR? 

I'M HFQ RICH IA( Tl! !'J: ', ES St I BRANCH 

240 CMP #22 ; 000 1 01 1 0-UP/RIGHT-IS BITS AND 3 CLEAR! 



DROPS II-. IX i Tilt t ARRY 'A 






capture' 



,rt!ry n 



ciuhl wilh thf 1 1 if hulluii di-pn-s-t-d, plus ihe lire button alone). 
However using the 'mask and compare' method does have its 
advantage when you may want to force the user to operate the 
joystick in a certain manner - e.g. fite or left/right or up/down 



BACK TO THE UNIVERSAL 

Reluming to the univtTs.il ruuim.' <>i Bill HindoriP; Ihis i 



s I : .^H 1 1 .. r 

simple rr 



hiln- 10 I u ri v. 






nisiH ■ , 



r-hl s 



Is held in tr 

pun noisier which will comprise ni (he current joystick sLilu.s. 
As we shirt each bit oui or the- Ace mini lalnr into Ihe Carry bit we 
know that it the bil is sei. ihen thai p.niiail.ir joystick option has 
mil been selected. So, the start of our joystick routine is thus: 

1000 JOYSTICK 

10H) LDA PORT2 ; I.E. 

WITHIN 

OUR EQUATES AT THE 

EQUATES SHORTLY 

1020LDX#0 ;2ERO I 

DATA BYTE 

1030LDY#0 

1040 STY BUTTON 

1044 ; THIS COMPLETES THE ROUTINE INITIALISATION "■ 

1050 LSRA ; SHIFT THE ACCUMULATOR - IHE FIRST BIT 

DROPS 

n mi i via ',',i- M !■;■ ,:: i'.- -. i- nn i i ■ hikh ii< >--i 

BCS SKIPI ;IF CARRY = 1 (INACTIVE! THEN SKIP THE 



THE 



S WOULD BE DECLARED 
DER - WE DISCUSS 



S AND BUTTON 



Y INDEX WHICH WIL 

10 SKIPI 
1090 LSR A; SHIFT Tf 



■\CCUMUI..-Y10R-IH1 SECOND BIT 



H REPRESENTS THE 'DOWN' 

SKIP2 : IF CARRY = I (INACTIVE) THEN SKIP THE 
Nl-Xl INSTRUCTION 
110 INY : CARRY' = i! (ACTIVE! IIIIRIIOlii INCREMENT THE 
INDEX 

/HIGH WILL NOW EQUAL 1 . 

122 ; AT THIS SI AGE WE HAVE TESTED THE FIRST TWO BITS 
■Hl(. H RtPRLSLNI IMF UP/DOWN SITUATION OF THE 
JYSTICK, THE VALUE OF 1 HI V INDEX WILL NOW BE 
124 : EITHER (NO ACTION) OR 1 (DOWN! OR 255 (UP). 
1 1 IIS I RAN.SLYTE5 INTO BINARY AS NO ACTION = 00000000 : 
DOWN = 00000001 :UP= 11111111 

; NOW WE SHALL TEST THE LEFT/RIGHT MOVEMENT OF 
THE JOYSTICK. 
30SKIP2 

40 LSR A : SHIFT THE ACCUMULATOR - THE THIRD BIT 
DROPS 

INTO THE CARRY WHICH REPRESENTS THE 'RIGHT' 
DIRECTION 

SO BCS SKIP..! ; IF CARRY = I (INACTIVE) THEN SKIP 
THE NEXT INSTRUCTION 
I Ml DEN : CARRY - (1 iYCllVU IHtREFi iRE DECREMENT 
INDEX WHICH WILL NOW EQUAL 255. 
70SKIP3 

ISO LSR A : SHIFT THE ACCUMULATOR - THE FOURTH BIT 
DROPS 

INTO THF CARRY WHU H ■SEPRESLNTS THE 'LEU' DIRECTION 
OKI Ill's SRIP4 ; IF CARRY = 1 (INACTIVE) THEN SKIP THE 
.EXT INSTRUCTION 

200 INX ; CARRY = (ACTIVEi THEREFORE INCREMENT X 
1DEX WHICH VVII.I NOW EQUAL 1. 

212 ; AT THIS STAGE Wl HAV1 TESTED THE SECOND TWO 
BITS WHICH REPRESENT Till UP/DOWN SITUATION OF THE 
IOYSTICK, THE VALUE OF THE X INDEX WILL NOW BE 

EITHER (NO ACTION) OR 1 (LEFT) OR 255 (RIGHT). 

1 1 IIS I KANSLATES INTO BINARY AS NO ACTION = il!0C« : 

.1.11 -IIU000001 7 RIGHT = 11111111 

FINALLY WE TEST THE FIREBUTTON. 



220 SKIP4 

230 LSR A ; SHIFT THE ACCUMULATOR - THE FIFTH BIT 
DROPS INTO THE CARRY WHICH REPRESENTS THE 'FIRE 
BUTTON' 

240 BCS 5KIP5 : IF CARRY = 1 (INACTIVE) THEN SKIP THE 
Nr.YT INSTRUCTION 

INC BUTTON ; CARRY = (ACTIVE! THEREFORE 
I NCR KMT. NT THE VARIABLE BYTE, BUTTON TO 1 

WE HAVE NOW READ ALL THE RELEVANT BITS OF THE 
IOYSTICK STATU5 AND HAVE PLACED THE INFORMAIION 
INTO BOTH THE X AND Y INDICES AND THE VARIABLE 

'M ■ BUTTON - Al I IHAT REMAINS TO BE DONE IS TO 
UPDATE VARIABLES DELTAX AND DELTAY FROM THE 
INFORMATION HELD IN THE X/Y INDICE5. 

266 ; 1 267 ; 

270 SKIPS 

2 B0 STY DELTAX ; TRANS] I R Y IMJI X l( i VARIABLE DELTAX 
i ■ i:-- 1 =1 - i ■■■ 0-. ill : nil IV- 

300 RTS : RETURN TO CALLER. 






h.il BUTTON will enu.il 1 ii ihe lire 






ual 1 ii RIGHT was 


selected. 2SS II LEI 1 was seler.te.l oilier. 




in .. II-.. DELTAY' will equal 1 if DOWN was 


.elected or 255 if UP, 


otherwise 0. These values are very simple 


o lest for conditional 


branches by using Ihe BPL or BMI Instrtirtir 




nd thai UP or LEFT - 






SIGHT have been selected then the 7th b 




using Ihe BMI for LEFT or UP will cause 


conditional branch. 



PROGRAMMING 



se of (tie BEQ and BMI which allows us a three- 
echnique - oft/direction 1/diiMtioii2:IThe broken 
te the various program flows depending jpon 



11 graphic data from 
)U. So, before MAIN 



100 |SR SETUP 
3000 SETUP 
3999 UTS 



1 70 DOWN 

ISO "PROGRAM ACTION' 
190 |MP HORIZON 
200UP-* 






230 LDA DELTA* 

240 BEQ EXIT 

250 BMI LEFT 

260 RIGHT 



"PROGRAM ACTION " 



•'PROGRAM ACTION" 



eady to 






e SETUP routine wc will need In cIimi the screen of any data 
it require. A good mHlioil I'm floin;j (his is to use one of 
built in ROM routines - the same one which you use 
ic when you use. PRINT CHRSH47). The RUM' routine 
inducts a 'print' has its sl.irl location silualed ,11 SFFD2 



known as a 'kernal' ROM rou 


nc, Ms l.ibfl is CHROUT. 


ploiting this routine all we need 


) dnis|.il,i.f1lie.ii.i-artL!r. 


R5 [code number), we wish pr 


nltrl into Hie .iccumulaK.r 


all the ROM routine CHROUT. 




ruct a "PRINT" routine - Gumr 






y 'built-in' KO-.i r.-sm .■■..-, 












tine will only require 16 



THE PROGRAM MAIN LOOP 

When I write a program I usually create a MAIN processing 



adjusted. This ; 
MAIN ends with 



ir.illem.itive-i 
r projjr.im in 



is, etc. Because 

ndilional jump bark In its start I can 
k lo basil . reset tin.' ii imputer. or JMP 



500 M 



|SR IOYST1CK ; OUR |OY5TICK ROUTINE FROM EARLIER 
520 |SR SPRTMOVE ; A ROUTINE WHICH DETERMINES AND 
EXECUTES SPRITE MOVEMENT 

999 (MP MAIN ; REPEAT MAIN AGAIN - AN ENDLESS LOOP 
SITUATION. 

such its randomly mm iog spoils, i oil is ion ileiei lion and action 
simply hlnc k in some line numbers 10 determine where the 



MOO SETUP 

3010 LOA #147 ; THIS IS THE CHR5 CODt TO PERFORM A 

CLEAR SCREEN 

3020 |SR CHROUT ; THE KERNAL ROUTINE TO DO |UST 

3030 LDX #63 ; WE NEED TO FILL 64 LOCATIONS WITH 

DATA 1< > I IIM'I Ai Ol IK EVENTUAL SPRITE 

3040 LDA #25S ; FOR NOW I HAVE CHOSEN, FOR 

.SI.MI'I ICI TIES SAKE, TO U5E A BLANK SQUARE 

3050 LOOP 

1060 STA BUFFER, X : HERE WE FILL THE 64 LOCAIIONS 

FROM THE ADDRESS BUFFER WITH THE VALUE HELD IN THE 

ACCUMULATOR (255) 

3070 DEX ; DECREMENT THE X INDEX - UNTII 1 1 REACHES 

ZERO AND FLIPS TO Til WE KEEP LOOPING BACK TO 

REPEAT THE FILL 

3080 BPI LOOP ; EVENTUALLY THIS Will BECOME FALSE 

(WHEN X REACHES 2551 AND SO WE DROP THROUGH TO 

THE NEXT LINE. 

3090 LDA #13 ; STORE THE VALUE 13 INTO THE 

ACCUMULATOR - THIS IS THE SPRITE DATA POINTER OFFSET 

VALUE 

1100 STA SDP ; AND TRANSFER IT TO OUR SPRITE DATA 

POINTER- THIS IS 1HI S'AMI AS: POKE 2040. 1 I IN BASIC. 

3110 LDA #100 ; THE NEXT THREE INSTRUCTIONS WILL 

PLACE THE VALUE OF 1 00 INTO SPRrTE ZERO'S 

3120 5TA VIC ; X COORDINATE5 AND 

1 1 30 STA VIG+1 ; Y COORDINATES 

3140 LDA #1 ; HERE WE TRAN5FER 'V (WHITE) TO SPRITE 



U5HSTA VIC-J'i :OJL( HJRKIUSIIK 

i 160 STA VIC+21 : AND ENABLE SPRITE ZERO 

J170 RT5 : THAT CONCLUDES SETUP SO RETUR 



SETTING THINGS UP 



ON THE DISK 



X-RAY FILES 



advantages of this form of medium over the Cassette. 
Although Ihe speed of the drive is something 
improved upon. (Although this is nol the 1 541 's fault, but 
the operating system of the 64). However, not everyone 
uses their 1541 to its full potential. Indeed, most users of 
the 1541 don't know how the drive i.jri be put In work 
for their own advantage. The program FILE X-RAY sets 
out to show you that with a little thought on your part, 
you can make programming the drive a pleasure and 
advantageous thing to do. 

When you load the directory up, all it tells you is the 
name of the file and how many blocks it is, along with 
Ihe program type. There art however, a tew more bits 
and pieces op information stored in the Directory. Things 
like the starting address of a file. These other bits 'of 
information are known as the Tile Parameters' of a 
program, By understanding the make up of the directory 
better, these parameters can be easily found and primed 
to the screen or printer. 



FINDING PARAMETERS 

In total there are nine thai we can unearth. They 

1 File Closed? 

2 File Protected? 

3 Blocks Allocated 

4 Side sector blocks (Relative files) 

5 Data blocks (Relative files) 

6 Records (Relalive files) 

7 Start Address (Program files) 
H Free blocks on disk 

9 Allocated blocks on disk 



The following program demonstrates how we find this 
information and then prints it to the screen of the 64 or to 92-97 
the printer. 



Firstly, I 



ted the 



s used within the 
program, lollowing this is the program breakdown. You 
should h.ivc no trouble lollowing what's going on. The 
REMs may be omitted and of course you can alter the 
layout to suit your own personal taste. 
Owners of the Vic can run the program by changing lines 
1 6 and 1 7 (Screen colour set up). 



VARIABLES 

RE - Track of Ihe file enlry in the directory 

SE - Sector of the file enf ry in the directory 

AF - Lower 4 bits of file type (actual file type) 

LO - Low byte of Ihe start address 

HI - High byte of the start address 

TP - File lype of requested file 

NF - Not found flag if required. File on disk does n 

exisl (set if not found) 

BK - Number of blocks if file 



File address of program file (the start address) 
LE - Length of record for relative file 
PB Track of Data Block of program file (contains start 

OF - Sector of 1 si data block of program file 

FB - Free blocks on disk 

"iB Allocated blocks on disk 

SB - Side sectors in relative file 

RF - Records in relative file 

NS - Name of requested file 

FNS- Directory file name 

TVS - File lype 

KXS - Shows a closed or open file 

SES - Shows a secure file or non secure (i.e. protected) 



PROGRAM (LINES) BREAKDOWN 

16-17 Set screen and border colours. Set cursor colour. 
Disable Ihe LIST function. Disable SHtFT key. Disable 
RUN/STOP RESTORE. Clear screen. 
18 Blank Ihe screen. 
l u -2i Puis title screen up. 
i Switches screen back on. 
27-32 Asks if directory is to be listed. Sets NF, reads 
directory and returns. 
33 Requests name of required file. 
ii-f-B Directory read routine. Flags an error (NF) if 
required file not found. 

76-81 Reads file lype entry (hyte zero) and stores TP. 
The lower 4 bits are stored AF. 
82-87 Checks file type and stores string in TY$. 
88-09 Reads bit 7 of file type byte and stores in XX$ 
(File closed bit). 
90-91 Reads bit 6 of file lype byte and stores in SE$ (File 



DK. 



bit). 

Reads bytes 28 and 29 of file entry and stores in 

102 [f relalive file, length of record is read from byte 
21 and stored in LE 

103-1 16 Calculates Ihe starting address in program file. 
117-126 Calculates number of tree blocks on disk. 
127-120 Calculates side sector blocks of a relative file 
from LE and RF. 

129-157 The results can now be printed either to the 
screen or printer. 

158-1 64 Asks if another file is required. 
165-168 Sub routines for switching screen off and on. 

As it stands, the program is functional and 
stands alone. However, you may wish to include 
it as a sub-routine of a larger utility package. 
This can be achieved without too much trouble. 
You may try modifying the directory read 
section so that the directory is printed across 
the screen in two columns, instead of down the 
screen. Or, one which I like, is to put a four line 
window across the top of the screen so as not to 
spoil the screen layout. 



OlM THE DISK 

r» R O G R A /VA 
A MALYSER 



Programming can be made simple with these three C64 performance analysers - 
COMMODORE 64 PERFORMANCE ^£^^S~Z^£tZS'^P 

ANALYSER concentrate on making that part of your program more efficient. 

^X^V^^p^^^^—^ ANALYSING A BASIC PROGRAM 



pro, rammer - wh.n 1" flu wlii-n a i'logt.im :un, w.lhoul hi ^ lr . u ,, ( ,.„„ 

Lit doesnl ..ivl- vim tine lesuks v :■•]»■' l. How do you tint) ... 

out what your program is doing williout adding PRINT 
statements in yi.>ui program li 

execution at strategic points? ano in 

. 38912. 

The PERFORMANCE ANALYSER helps in overcome both | ot - ati( . 

oroblems Nol onlv does it lutf tlie logic How in a Basic ryny, t 

„„,,,,., ,1 ,kn del,.-m:IU-S how Ion;, ,*'!. L.iv: ■■,,., look 1o ,,-,,,. 

execute Thus the I'IRI OKMAMCE ANAIA MR is a generalised 3o;20 
performance analysis tool for the Commodore 64. 

Type 



AMALYSf.Rl Make- sure von verity lli.il wli.n von saved is 

PERFORMANCE ANALYSER TRACE "I^SS 

FACILITY SX'f -"*-."- 

Most commercial traces usually amount to a window displaying ,..,. K l M: .idrh--cs and print message- to indicate now to 

■, ,;„'.' !„,■ ■„■■ nil.-™ .is vnur Basil, program , lln ind ..-,,,, ,„,. An,i!v-er anil display the H«iU.v Tlu' 

runs The Imc m.mluis ,no 1h, .creen by ANALYSER1 

executed, and 1 he window mayor mav rvn mleiieic- wi>!i voui during execution; 
nropram outuul V>n noim-.'ilv ' ."innol uat.e I Bash program 

which uses hire, graphics, ind you c. tainl ;■■ J'^rl LOADING THE ANAtYSER Al 1*891 2 

nod check the I. no number sequence prcvonsh displayed. L OAD OK 

.\hh-.i-n v.ucan u-ually >lr.w the liace displav down Ui; the RELOCATION OK 

.„,,.!;„ i., ,■ imni.-i vlu. have very little cham" I v. if 1 START ANALYSER = SYS 38912 

down llie line numl.-eis on p.ipei lor a more detailed analysis. 2 STOP ANALYSER = SYS 38915 



The Performance Analyser overcomes ail of these problei 

allows you to I race any Basic program whu li us^s normal h 
s! reen graphics, hi res , ( u-ens. sprites in sound and does not is 
inlertere with the operation oi llie prog. am. The Analyse^ will 
not slow your program down, and 



liDISPlAY DATA = SYS 38918 

ion of a. 



le Performance Analysei 



ih,-,,,.!, me line numbers lor as long as you wish. from a program o, iron, dir ■, I m-lt Tm u ,sa 

STARTED is displayed by the Ar-'~~ 



program, me mt=s.igp is iioi '™" 
PERFORMANCE ANALYSIS Analyser does no. interfere with p.og-ar 



ssages or displays. 



i,h , mot to determine how After the Analyser has been loaded, you then LOAD tl 

The Analyser also provide- vein rtilh .i t > d. imumc "« ■ . y5e T hc A 

eft, 

T b r n h 

which line numbers are slowing down execution and wl 

often Basic progra 



REM START THE ANALYSER 
■ uiu SYS 38912 
S. is the tool you need to tell 1020 FORTH = .W06STEP.I 



s any other program - they follow the 80/20 ruic. .», J™™'-™ 
' " ually done by 20 per cent ol the 10 



ON THE DISK 



10J0X = A-COSfTHl 
1040Y = B'COSiTHj/C 
1050 NEXT 



ill KIMIIISI'LAYIHACEID 



you can stop the Analyser ii you v,v,m to. However, you don't 
slop it to display the Irace dala. Vou may lo.nt' it ,11 in ■ r... :-,u .. 
anolher program if you war! to. 

;V5lo 38915 

can do this 

from .1 program or from dirccl mode. The message TRACE 
STOPPED is displayed by the Analyser, unless you slop it from 
a program. Again Ihe nie-saee is nol issued lu ensure that the 
Analyser does noi interre-ie vs.- i r 1 1 | jh i^i .i ii ■. messages or displays. 




HOW THE PERFORMANCE 
ANALYSER WORKS 



me as Hie Irace dala buffer is full. 

Vlieu Ihe buffer is full, the Analyser savei the first 2K of low 
torage (0-2047), colour RAM and various control registers in 
le RAM under the KERNAL ROM. The trace data is then 
isplayed, and when Ihe display is stopped via iunction key Fl, 
nalyser restores the first IK of low storage, the colour 
""'" illows the Basic 



and the 



■i the p 



prograr 



5, Ihen you cannot analyse it will 
f your Basic program rasas the t 
en Ihe Analyser will not fail, bul 
iptayed will be unpredictable. 



the Basic dt KERNAL 
.e (IIS = "OOOOOO"), 



COMMODORE 64 PROGRAM 
ANALYSIS 



program whii h anali-i" 

— ■ displays the informati.n 

lyse. does jj rs [ d 4 plavs 5ummary |, 



n Analysis iC64PANAL't is 



mode, thai is 

numbers and line execution times is displayed and I 

Ml program yvails lor you In press one of the Iunction keys: f 1 

terminates Ihe display. I n si mils 1.1,11k to ihe previous page or 

data and F7 scrolls 101 waul 10 the n.-vl page of data. 

You may scroll back and loruaid thmogh the trace data for as 
long as you like wilh function keys F5 and F7. When the end ol 
the 11. k 1.' data is found, Ihe number 01 lines e.eynled and [he 
total execution time is displayed, and Ihe Anaksei Ml program 
wails for you to press a iunction key. The Analyser will onl\ 
recognise II. I-T anil F7 function keys. All olher keys are 
ignored. It you -1 roll i.jm.iid from die em! of the display, you 
wrap around In Ihe siart hi the irace data again. Yuu 1 an'l scroll 
back from the top or the trace data, you may only scroll 



USING C64PANAL 



NOTE: Irace data will be displayed automatically when the 
Irace data buffer area it full. The trace data buffer is actuallv 
(he RAM under the BASIC ROM. As much trace data as 
possible is stored there before Ihe execution of Ihe Basic 
program ii interrupted and Ihe trace data displayed. If you 
wanl your Baiic program (o continue, simply press Fl and the 
Irace display is terminated. Your program begins execution 



ON THE DISK 



handled by (he C64PANAL Ic 
Basic loader program which at 



K n, mm lOAD-l'blP.WAI 
h,il M.4MANAI ivill be load 




Once vim ll.iv,- <.v,Ml LOADER and ChJI'ANAI In la 
then simply load LOADER and RUN il. LOADER w 

various low storage p.jinlers ami then set lip die si 



following display ap 
-COMMANDS- 



NEXT 
DATA 
INPUT 
READ 
GOTO 



places Ihe Hist message on the sc 
LOAD FROM DISK (Y/NI? 



USE ANY KEY TO CONTINUE 



II" .ill run 111 win!-, used in II:? pn>t;i,im c 


n be displayed on one 












st screen of data will 








NY KEY message is 


displayed, when you press nnv key tin: 




on the screen. Note (hat + -*/ = < 






ch as A=A+B*C-D/E of 


IF XQ GOTO 1000. 




When the commands are finished t 


le list of vatiables is 


ih-.pl. iveil as shown 





reply Y. Olherwise reply N and the program will 
n tape. Before replying to this message, you 
? tape or disk which contains Ihe program to be 



Y KEY TO CONTINUE 



or disk to analyse. 






displays Ihe following 


C64PANAL then uses the KERNAL load 




k- In load [he 




IS.i-.ir proRram at J1M4 and bei>ins to 


ulv-i.' I 


lime il may 


R = RE-DISPLAY, X = i 


tat,,, some time to analyse lar.i;e Hasii. 


1""- 






places the line number bcinji, analysi 




rop left-hand 




corner hf tin.- m rem while si .1 u Ihe H.isu | 


ogram. When 




analysing is finished the summary repor 


sdispS,- 


ed as follows: 


dis° S |a 3 ^d e, ' eC '" iDn ,S 


PROGRAM STATISTICS 






ispaye . 


PROGRAM NAME * Cf>4PANAl 






TIME TAKEN ^ xxxx.x 


PROGRAM SIZE = (ui« 








NO OF LINES = xixxi 






This is Ihe time in se 


NO OF COMMANDS = imi 






your program. You ma 


NO OF VARIABLES = xsi 






Basic program. _ _ 



Press P and the inlormalinn is 



ON THE DISK 



APPLYING C64PANAL 

C64PANAL has many uses. You can find the size of your Basic 

program. Ilif number of variables vim use ,lild [lie number ill" 

[i program. The number of lines is important 



COMMODORE 64 SWITCH 

(onimiiiirne 1.4 SWI ICH is ,i short M,n linn- I jugitage (ML) 
I > i. >g i,l 01 whii li resides i-l KAM |Li.l before Hie HASH.: RUM. II 
occupies storage locations .KI7H4 to 4C955-. C64 SWITCH 
"nws you to part Minn your ("di mio two Ingiial marhines. You 
itch hetween the two paiiitinns oi regions with a single key 




d NEXT and PRINT, 
a powerful tool to I 



commands used are 


starting addrl and the final messages arc displayed: 


el in the, 


REGIONS and 1 INITIALISED REGION ACTIVATED = 


1st of variables, and 
St, the less time lhal 
is referenced in a 
3.7 TUTU 100 is 

d in Basic's llsl of 

order of variables 


To switch between the two regions use F1/F7 keys. F1 
activate region LI while F7 will activate regionl. The a 

region is displayed ir tin upon iT.-hi-h.ind corner of the s 
in reverse video. To de.ictn.ilf fhe SWITCH, simply hit 
STOP/RESTORE or turn the C64 off and on. 


m. C64PANAL helps 


APPLYING SWITCH 



following; manner: 






use region 1 as a d 


la region whic 


X = t)y\ = 0:V - 0:PC = 0:TK% = etc. 

X will come first, A second, Y third in the list a 

If you have Basic programs where execution tlr 
e.g. games programs) then C64PANAL will he a 
to help you analyse those programs and make t 


,'11! MK 


Mfor 


ejjion (5WITCb 

irograms. If you w. 
a program in region 


si: SWITCH ■ 
it to add code 
1. simply LIST 

-you'wani aril 
nlo the progra 
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BACK ISSUES- 



NOW IS THE TIME 

TO CATCH UP ON ISSUES 

YOU HAVE MISSED 



The following back issues of (1)1 
LTD. Please note that if ordering 01 
the disk, along with photostat co| 
These back issues cost £4.50 each 
Orders on 



-till a 



Lible 



•ect frc 



PHAVITE PUBIICATIONS 
(ou will receive a copy of 

es ot instructions for the relevant disk programs ONLY. 

hicfi includes Post/Packing. Please make cheques/Postal 



ngb 
ns fc 
Post/ 
PHAVITE PUBLICATIONS LTD (Allow 28 days for d. 



VOL 1 No.1 NOV/DEC '87 




■ .ml.iwnl. 

VOL 1 No.5 JUL/AUG '88 

■■■■' comprehensive i y 

I. 1 n E coil* 




■ 


■. ■, . ri:i-;i ■ ...: ,,, ., I,.',, ,. ..,, . 






VOL 1 No.2 JAN/FEB '88 
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ON THE DISK- 



You can move ihe cursor to any position on the scree 

declaring 2 variables ami calling ihe subroutine 

follows :- 

X - X position of the cursor (0-39). 

Y -Y position of the cursor (0-24). 



One 



the s 



i.-sl)]^ 



lebyCOSLB 121100. 
Example of PRINT AT. 
X=5:Y=7:COSUG 12000 









Menus 
■ TROUBLESHOOTING. 

□ add 2 (o the longest string It 



Also, you have to add 2 to the number of it 
DIMO$(S),soY1 forthebox = 7 



• |.iilf impressive. 

How to add LITE MENUS! to your own program: 
There are 2 ways to add LITE MENUS! to 
programs. 

1. If you have an extended basic ulility, 

2. Or use this. 

lOAD"<your programs ",8 

POKE 43,PEEK(45)-2 : POKE 44,PEEK(46) 

LOAD"LITE MENUS! 0/S",H 

POKE 43,1 :POKE 44,8 



isting 
its APPEND 



Hi - in -i ii- rnutini i inni)l he compiled by itself, bul 
once in a lomuU-lt-d program, it runs very smoothly 
when compiled i hope that this program will help 
..mii.'IiiiiK out Iheie and if you do use LITE MENUS! in 
your own programs, an acknowledgement would be 



STRATEGY 

ADVENTURE | 

C64 disks only 




TIMEWORKS SOFTWARE 



C64 GAMES ON DISK 

ior; of Ras Ihe Standing Stones Zork 1 

Dimension Hopeless Zork 2 

er to the Lamps Deactivators Zork 3 

Sky Runners Starcross 

I CyEarg The Inheritance 

lliarre Chameleon Valhalla 

II 2 Spindrny Tor ;ar, 

i Dandy Deactivator* 



k'nBolt 
pe from Porad 


e Prodigy 
Druid 

Empire 
Alleykal 


IB* 



BOOKS FOR THE C64 AND 1 28 

CM M oc hin u Lanouogo £6.95 CM Trirks 8 Tips. £8.95 

C63 Peeks & Pokes E3.95 Idears BookCM £3.95 

Cassette Book CM £3.95 Tricks S Tips C128 £9.95 

Maths Tutor far CM £7.95 Micro Wors On CM E5.95 

Power Plays on CM £6.95 Ofical CM Sal. Guide £14.95 
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F E AT U R E 



H A C K M A N ^^ 

Jenni Simpsons' continuing tale of woe and abandonment. Computer widows take note!! 



forehead throbbed rhythmlcallytin " 
'Tut, bl 

thai Amiga, I know I'm going lo lose 
somebody else, I just know he will", h 
"It's a lot of money", I said concernedly, and 

added with eiaggeraled fervi 
a gloriously handsome cheqc 
wonderful 
can't we? 



atmosphere suddenly am 
with a magical electricii 



catchtthe 1 ! .3B train to Edinburgh, He was due I 
itingof Jamie ithe Amiga'stowner), at our good buddy Mally's, 

at 12.30 pm, in order to view the Amigo (Ooopb sorry, 
■y, the that's atMexki 




iaytsun glinting off 
t blin ■ 



the back+of an old Corn F 
3 Mally'st'boudoir of scien 
af 'Startrek', sealed at the r 



cardboard c 
e garden packet, in c 

thingys'. Ar 

Of Hip ■AmijlC ..Wh,, <.[,'-. I !■!■■,■ itn-~ I hiil \i. -\ ■ ,■.!■ 

ne send lor the 'man with 

>an |ohn Majors!) sat the 

Bin Kirk, or more appropriately in 

a deep and this instance, Captiin Smirk, i<ir the- size of histc-rin. 

oke exploding from a could, I feel sure, have ■stretched (mm ■l-,.r- i» eteimp. 

boomed the Ihre.itt-nmg. manic words, followed by a don't we children!) 
cacophonious eruption oi warped and cackling laughter, 

neurotic promises of 'profound obsession', which were arrived voice', patting John lovingly upon his hunched 



rapidly as one could utter 'Doc Jekyll 
laced up his turquoise and grey Reel 
old zippy jacket, and was half way 



"Be back In a mo Doggy", he infor 

cheeky grin, "just going tt 

AMIGA IS MINE". And do you know ; 

precise moment, I could hi 

resonant echo. At power t 



,..,.:■.. . . 



ding peacefully at a 'blac 



liful rally'. 



shoulder, 
please don't 



rangled 'oh 
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NOWFORTHE-J 



CLASSIFIED COUPON 

ALL CLASSIFIED ADVERTISEMENTS MUST BE PRE-PAID. 
THERE ARE NO REIMBURSEMENTS FOR CANCELLATIONS. 
CDU CLASSIFIED DEPARTMENT, ALPHAVITE 
PUBLICATIONS, 

20 POTTERS LANE, KILN FARM, MILTON KEYNES. WK11 3HF. 
RATESiLinnage SBp per won! i+VAT). Semi-display: m.50 (+VAI} pBralngl 
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ONLY POOLS AND HORSES 

Every program written by a mathematician who has spent many 
years in the betting industry. Programs that utilise the tried and 
trusted methods of the professional, not pie in the sky theories 
that fail to pass the test of time. 

FOOTBALL BOXFORM Written by a tornier pools expert for 
Llttlewoods. The program has forecast over 50% more draws than 
would be expected by chance. 

Homes, Awaye and draws shown in order of men! and true odds given 
tor every match. Merit tables show at a glance the teams currently in 
form and those currently having a lean spell. Australian pools program 



POOLS PLANNER by the same author. Full details given of 363 

easily entered block perms ranging from 9 to 73960 lines and 

from 1 2 to 56 selections. All are accepted by the pools firms 

and are checked in seconds by your computer. 

RACING BOXFORM Course characteristics (built in to the program) 
as well as the form of the horses are considered to speedily produce an 
order of merit tor each race. Designed tor flexibility allowing users to 
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TO ADVERTISE ifi 
ON THIS PAGE 
OR OTHERS 
TEL: 0908 S698I9 
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Vidi ... No 1 in UK & Europe (Leading the way forward) 




ithofl of holding 
colour filters in front of your 
a thing of the pasl. Because Vidi spills 
" inically there are no f 
it problems experienced by 
er competitors. Lighting " 



this together wi 
Amiga/VidiChrome 
is probably the mos 
quality 4096 colour images 



already | 



is fully compatible w 
standard A500 to 
Sonal RAM Is required to gel up ; 

u will see from independant review 
re undoubtedly their first choice 
■e the complete solution was 
■e |usl purchased your Amiga 



mr Images from any s 



software brightness & 



